Bright Sprites 


Commodore 


OMPUTING 
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‘orm has been rescued nmineat 
lunkruptcy by Olivetti. The Italian elec 
Tronics giant has bought £4m of Acorn 

sharest 
company 
AS part of a refinancing package 
Acorn's major creditors have agreed to 
write off debts amounting to £7.9m and 
the BBC will waive $0 per cent of 
royalties owed over the past year 
‘Alex Reid, chairman of Acorn said, 
We were on the verge of receivership 
and if any of the parties involved in the 
refinancing plan had not agreed the 
receiver would have been called in 
rié Alex Uboldi, an Olive 
who has been in charge at Acc 
the recent financial 
company was in "a stabl 
The financial pr 
impaired Acorn's 
future and new products are on the way 
The first of these, added Mr Ubol 
the Cambridge Workstation 
should be ready at the end of July 
Aco also announced the 


ve ita 798 per cent stake inthe 


during 
said the 


ms have not 
projects for the 
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appointment of anew mana 
He 


Brian Long, 41, w 
executive prwith 


has previously 
s with Massey 


Ferguson in Canada and Europe 
The finane 


difficulties at Acorn 
bt over the futur 
B+ and the Blech 
, deputy chairman of 
We have a ec 
BBC machines and a 
umber of add-ons are in the pipeline 
Mr Hauser declined wo confirm or 
whether production of the BBC 
4 cease in the near future but said, 
The main emphasis will be on the BBC 
B+ 

AAs part of the new deal with the BBC 
“Acorn has agreed 
duce new move 
Alex Reid o 
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Olivetti cash 
avives Acorn 


nagers have been 
charged with using their 
mnpulers to hack into atop secret 
computer system 


The hackers 


ware has 


whose computers and 
been seized. 
J a communications. satel 


rupted telephone 


s position and 
ont 


The case has caused 
national security and ins 
War 
gains access to 
nerican Strategic Command com: 
Puters and almost sets of World War II 


red com: 


Alan Rockoff, the lawyer prosecuting 
the case said, “It's like “War Games’ only 
it's real life. I's happening today. They 
ot into a defence command computer 
and in that program were direct 

sors of sensitive sections of 


The case raises questions about Bri 
tain’s military computers’ vulnerability 


to illegal entry. A Ministry of Defence 
told HCW that the MOD 

re of the case, “We keep in 

ouch with developments and see what 
Jessons can be learnt,” he said, “but we 
are confident that our classified data is 


adequately protected. 
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Bet you can’t Sjt Sill when playing 


Guide bouncy ‘Thing’ through this underworld fantasia searching for the armoury to equip himself 
carefully for the final encounter with the evil Toy Goblin. 
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Gremlin Graphics, Alpha House, 10 Carver Street, Sheffield S1 4FS. Tel: (0742) 753423 
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Soapbox 
After all the unholy glee in 
some sections of the computer 
press at the failure of the first 
Acorn, then Sinclair Research, 


there has followed a time of 
sombre serious editorials 
reminding us that Sir Clive 
is the father of the mass 


consumption computer market 
and that we should all be 
grateful to him, which is true. 
The failure of the QL to attract 
a large consumer base is often 
cited as one of the problems. 

With the exception of the 
QL, I bought everything 
Sinclair announced as soon as it 
was available on mail order. 
and I learned. I had to wait 
months for it with my money 
frozen; when it arrived, it didn’t 
work. ‘When I relied’on it, I 
couldn’t get loan equipment 
and the names and phone 
numbers of the ladies in 
Customer Relations at Cam: 
bridge and Camberley were 
engraved my on telephone bill 
and I learned that “in 
ately" usually m 
weeks, and “two weeks” 
almost never 

Non “Sinclair-people”” 
not feel self si 
Remember th 


need 

isfied either! 
squally shameful 
BBC Micro introduction, or the 


continuing saga of ‘faulty 
Commodores? Could it be that 
the computer bubble hasn’t so 
much burst, but been squeezed 
by the arrant complacency of 
the manufacturers to the extent 
that the enthusiasts who have 
always formed the bedrock 
have become older, wiser and 
won't get fooled ‘again, no 
matter what the name on the 
micro? D.M. (Software reviews) 
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At the Show 


You will all be aware, by now, 
that the PCW show js due to 
blast off in early September and 
a number of companies are 
aiming to have new products 
ready for the event 

We will bring you the details 
and whiffs of gossip as soon as 
we get them. So look out for 
this column with all the up-to 
date information. 

Mikro-Gen have a brand new 
product concept, that will be re 
vealed and demonstrated at 
PCW. At its basic level it is a 
soft and hardware combinati 
for the 48K Spectrum that will 
give the machine a 56K total 
user memory. The first game to 
make use of this package will be 
Shadow of the Unicorn, an are 
venture which would have been 

possible to write on the un: 
expanded Speccy 

The pack will contain a book, 
the add-on Rom unit shown 
here and a cassette containing 
the rest of the program. Besides 
the Shadow of the Unicorn, the 
ROM will also have a tape 
alignment routine that is in- 
stantly loaded by simply plug 
ging in the add-on and a micro- 
drive routine to allow you to 
load the other part of the pro 
gram from your microdrives 
and therefore save all that time! 

The price of the complete 

ackage is, wait for it, just 
£14.95. or thereabouts. Sounds 
like good value to us but we will 
review it as soon as we can 

Virgin Games tell us that they 
aren't going to be at the show 
but might be appearing in your 
homes soon enough. ou 
try to work out how 

They are currently working 
on a new game featuring a 
1950's comic book hero. Now 
who could that be? Answer next 
week and positively no prizes! 
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Meet us there! 


You will be fully aware by now 
that the Personal Computer 
World hits town from 4-8th 
September. 

The show, which will be at 
the Olympia Exhibition Halls, 
is probably the biggest in 


Britain and features all the big 
names. Britain's biggest name 
in computer magazines, Argus 


Specialist Publications, will also 
be having a stand... part of 
which will feature your very 
own HCW. 

We thought that we would 
take this as an opportunity to 
meet our readers and after 
weeks of begging, Argus have 
agreeg to unlock the foot 
shackles and let us out of the 


dungeon, 

So for the three public days 
of the show, Friday, Saturday 
and Sunday, someone from the 
editorial team will be on the 
stand to answer your questions, 
compliments and listen to your 
complaints. 

It will provide a chance to 
hand in your Hi scores (with a 
picture we hope), give us your 
bouquets and brickbats and 
even to meet Ron Complex. In 
fact we will arrange it so that 
any reader who correctly 
identifies Ron Complex will win 
a priz 

Please don’t bring your pro: 
gramming problems though, we 
can handle them by letter much 

wster_and with more deta 
Don't forget to say hello! 


Software Update 


It seems to be a week for BBC and Electron users judging from the 
new releases. That isn’t too much of a surprise with the Acorn 
Show being so close! 

The releases from Vannin software are all educational programs 
aimed at junior aged children with BBC machines. They are only 
available by mail order at the moment. We hope to have reviews of 
them soon 

Bevan Technology, who recently introduced the BBC bridge 

terface module, has waded into the software market with five 
new BBC titles. All are arcade type games and a few are reviewed in 
this issue of HCW. It claims that the games have a very high 
addiction level but check this out on our review pages. 

Sparklers is effectively doubling its range with the release of its 
four new titles. All are in the £2.50 price bracket and hope to 
capture the pocket money market 

The most interesting title looks to be St Crippens where you are 
admitted to the worst hospital in the world. The aim of the game is 
to escape from the ward, find a new set of clothes and avoid all the 
medical ‘‘help” that pursue you. There is even a genetic 
engineering department with all its attendance terrors to avoid. 

English is getting all excited about its new Chop Suey game 
which it claims to be the first Atari Kung fu game programmed at 
his side of the big divide. The game has all the usual features with 

surprises of the animal variety" — the mind boggles as to what 
they could be. 


Vannin Software, 133 Boroughbridge Rd, York YO2 6AA 
Bevan Technology, Gresham Chambers, 14 Litchfield St, 


Wolverhampton WV1 1DG 
Sparklers, 296 Farnborough Rd, Farnborough, Hants GUI4 7NF 


English Software, 3rd Floor, 1 North Parade, Parsonage Gdns, 
Manchester M60 1BX 


Title Machine Price Publisher 

Beta-Base Utilities BBC £12 (Disc) Clare 
C64 £2.50 Sparklers 
C64 £2.30 Sparklers 


ert Burner Spectrum £250 Sparklers 


St Crippens 

Chop Suey 

Williamsberg Adv 3 

Ultimate Adv 4 

Castle Dracula Adv 5 

Spider Spelle 

Facts of Europe 
facecount 

Laser At 

Double Tu 

Golden Maze 

Bolder Dash 

April Showers 


Last Game 
Digital Defender 
Covenant 


Spectrum 
Atari 
Enterprise 
Enterprise 
Enterprise 

BBC 

BBC 

BBC 

BBC 

BBC 

BBC 
Amstrad/Atari 
BBC 
BBC/Electron 
BBC 
BBC/Electron 
BRC 

Spectrum 
Atari 


£2'50 
£8.95 
53.95 

3.99 

3.99 

5.00 
£5.00 
£5.00 
£5.00 
£5.00 
£9.95 
£7.95 
£7.95 
£7.95 
£7.95 
£6.95 
£9.95 


Sparklers 
English 
Microdeal 
Microde 
Microdeal 
Vannin 
Vannin 
Vannin 
Vannin 
Vannin 
Vannin 
Mirrorsoft 


Bevan Tech 
Bevan Tech 
Bevan Tech 
PSS 

Tymac 


StOH 
xn ree 


02550 O:%4 


01230 
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01- 608 1173 


‘itsn Telecommanictons plc 


Card-Power 


Micro Power, the publishers of 
the successful BBC game Castle 
Quest (a more complex sequel 
for a variety of machines 
follows in the Autumn) are now 
producing hard and. software 
for the Amstrad in their 
Superpower range. 

Immediately available is a 
cased sideways Rom-card for 
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the CPC 464 which allows the 
user to fit up to seven sideways 
roms acting as foreground, 
background or extension roms. 

The card simply fits straight 
onto the back of the machine 
and is priced at £39.95 plus 9Sp 
ptp. 


Micro Power, Northwood Hse, 
North St, Leeds LS7 2AA 
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| All-Points-Bulletin 


Yes, this is an APB from HCW 


to ‘all Atari-48K-users_ who 
fancy using their literary skills 
to review software for us, 

All you need do to join our 
ranks of software Shakespeares 
is to send your details (name, 
address, machine and any rele: 
vant experience) to Kerry 
Fowler at the HCW offices and 
we'll take it from there. 


HCW, No. 1 Golden Sq, London 


AB 


A Little Light-Music 


If you're a music-lover and 
appreciate the sounds of Duran 
Duran through to Haydn then 
Hybrid Technology's latest 
audio cassette will have you 
singing their praises. 

The 40-minute tape was pro- 
duced with its Music $00 
synthesiser for the BBC, and 
according to Hybrid, will allow 
you to enjoy the benefits of a 
complete orchestral sound 
without a studio full of 
equipment 

“An Evening in the 
Company of the Music 500 


Hybrid Technology, Unit 3, 
Robert Davies Ct, Nuffield Rd, 
Cambridge CB4 ITP. 


Testing-Times 


Amstrad Consumer Electronics 
came out with lowest percent- 
age return on faulty machines in 
a recent survey by a chain of 
computer centres in the North- 
West of England — with 1.8% 
being returned. 

In the same survey, which 
Sinclair dismissed as unrepre= 
sentative, Commodore returns 
were 17.4%, BBC *B' 17.4% 
and Sinclair Spectrum 30.69% — 
as opposed 10 their own figure 
of around 12.5%". (HOW 

‘These figures were arrived at 
from ‘dead on arrival’ stock 
and did not include machines 
returned after 30 days purchase, 

‘Amstrad, who has been in the 
computer market for just over a 
year, produces the CPC464 and 
CPC664 and are obvious! 
pleased with the results of this 
particularly survey. 


Disc Drivers 


Mr G Pomery, an HCW reader 
from north of the border, will 
be speeding his programming 
very soon, when he receives his 
prize in our Disc Drive 
‘Competition 

His entry was t 1 out of 
Bryan's small hat (there were 
only five envelopes in it) 
which listed the same order of 
letters as the Editor. The win: 
ning order was A,D,F,C,B,E 

The 20 runner-up prizes go to 
those readers with the letters 
nearest to the winning combina 
tion. Roland in Space was 
chosen by: K Chua, Birming 
ham; 1 Pigney, Brentwood; 
Paul Leonard,’ London; D 
Greenhalgh, Altrincham; Colin 
Powell, Salford; A Billingsley, 
Trowbridge; EV Browning, 
Llanedeyrn; B D Everingham, 
Romford; R H Evans, Brigend. 

The following readers are 
looking forward to  Blagger 
appearing on their doorstep: P 
J Wilson, Southampton; Mal- 
colm Allen, Coalville; Michael 
Skinner, Burton; George Pilch, 
Gwinear; H Colborn, London 
derry; Mark Phillips, Padstow; 
Andrew Peel, Rochdale; Jane 
Boddy, Avon Tyrell; P DG 
Soundy, Kinloss; B’ Bullock, 
Seacroft; James Davies, 
Ferryside 

There are only four readers 
looking for Roland in Space 
The Prize or Punchy. They are: 
lan Neve, London; R_F Holt, 
Teignmouth; SM Crimson, 
Willesden; W Smith, Sheffield 

Congratulations to all those 
who won and to those who 
came close to the winning 
combination We did say that the 
Editor had a strange and 
devious mind! 


aes Satna 


Enterprising enough? ming hints, There i 


We have recently received a 
copy of the first magazine to be 
produced by the Independent 
Enterprise User Group and 

hough we don’t often recom 

id rival magazines we have 
to admit that it is a very good 
first issue. 

It is a 24 page, 
White maga 


A4, Black and 
e packed with 


Dragon Slayer ¥ 


(News. Jreviews.] Ports. | rsoceaus[ cnsssrus 


Isscr1 
ABLEUG puiication 


= 


Readers hi 


news, reviews and progran 
an article 
on interfacing to the Enterprise 
which includes details. of do it 
yourself cable making! 

In all it is a very brave, and 
well put together, first effort 
and can be recommended to our 


Enterprise owning readers 


Independent Enterprise 
Group, 40 Mansfield Rd, 
London NW3 2HT, 


offices in Reading, slaying four J 


Bob Hilly 


All Steamed Up 


Hewson Consultants, one of the 
oldest surviving software 
houses, recently celebrated five 
years of trading with a gather- 
ing at Didcot Railway Centre. 

This small remnant of the 
Great Western Railway is only 
three miles from the company’s 
HQ at Abingdon and the occa- 
sion also featured the first 
showing of the new game 
Southern Belle which is re- 
viewed elsewhere in this issue of 
HCW. 

The event was a chance for 
the country's computer press to 
get together and we were all 


nd Mike Male, co-authors of Southern Belle 


marshalled together for our 
“school” photo, as Andrew 
Hewson kept calling it 

This is the first occasion that 
Bryan Ralph, our new assistant 
editor, has been allowed out of 
the office, well — we have to 
protect the public as much as 
possible, so to celebrate this 
event we are offering a prize to 
the first reader to return the 
‘school’ photo, or a photo- 
copy, to us with the correct face 
ringed. Entries from indus! 
personalities and his wife will 
not be accepted. 


Hewson Consultants, 56B 
Milton Trading Est, Milton, 
Abington, Oxon OX14 4RX 


Barry Ward from Wokingham 


Jfought off other Dragon 
fanatics to win a complete 
Cumana disc drive system in 
j Incentive’s Back Track Champ 
jcompetition 

Barry won the competition to 
complete Back Track in. the 
fastest time at  Incentive's 


other finalists on his way to 
victory 
However, Barry didn’t quite 
leave them for dead and the 
of them managed to collect 
their prizes from Back Track 
author, Chris Andrew 
Barry Ward collects 
Cumana system from Incentive, 


his ¢ 


Study 


test cf 


How to enter 
he wordsquare. Hidden 
in the square are the names of 
cketers past and present 


carefully the guidelines on 
entering — incomplete coupons 
and entries with no numbers on 
the back cannot be considered. 


When you have found as many 
‘as you can,circle them clearly on 
the wordsquare and fill in the 
coupon clearly and carefully 
Write clearly the number 
‘of words you have found on the 
back of the envelope. Post your 
to Graham Gooch 


entry 
Competition, Home Comput- 
‘ou could be walking | ing Weekly, No.1 Golden 
back to the pavilion | Square, London WIR 3AB. 


The closing date is first post on 
Friday 16 August 1985. 
Important: please follow 


rez 


with a copy of Graham 
Gooch’s Test Cricket for the 
C64 under your arm if you can 
the number of famous 
cricketer’s names cunningly 
concealed in the word square. 
Audiogenic’s game, sold at 
£9.95, uses graphic animation 
‘and joystick control for either 
batsman or bowler to create an 
exciting simulation of run 
scoring and wicket-taking 
without the dangers of body- 
line bowling. The big match 
atmosphere is enhanced by 
sound effects and speech and 
the armehair cricketer can 
choose to play a full two innings 
test or opt for limited overs. 
Team selection is, of course, 
vital and you can Select from 
squads of England or Austral- 
ian players or using a free 
extension programme you can 
fantasise about your all. star 
line-up from the annuals of 
cricketing history. 
Between overs the scorecard 
and bowling figures are flashed 
‘on screen for the benefit of 
statistic-addicts. 
To win one of these fast load 


Number of words found 


cricket buff and name. the 
opening batsman for England 
in the third test against 
‘Australia in 1897 or the name of 
the groundsman responsible for 
manicuring the sacred crease at 
Lords. Instead we've devised 
this test (which shouldn't take 
five days) to pick out the well- 
known wizards of the willow 
and lobbers of the leather orb 


from the confusion of letters. 
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The rules 


= Entricy will not be ageepted. from 
OF Audiogenics Software 1d 


If you are a. winner, 
coupon will act as a labs 
your prize, so clear writing is 
essential 


Specialist Publicau 
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Introducing Ron Complex, private in- 
vestigator, in a computer thriller with a 
plot that makes a maze look like a 
one-way street. Follow this serial and 
your life will never be different again 


Part One: The Thaw Before the Storm 


Ron Complex was in a bad 
mood — he’d been defrosted 
too quickly. He was the only 
person in the boardroom of 
Murkotronic Computers Inc 
who was visibly steaming. He 
was the only one wearing a 
t-shirt with “Suspended Anima- 
tion is Fun” written on the 
front. Ron felt out of place. 

He was sitting at a huge oval 
table and around him a semi- 
circle of executives were fran- 
tically scribbling memo’s and 
slipping them into each others 
pickets. They all looked wor- 
ried. Ron caught a glimpse of a 
note before it disappeared from 
view. J* said, ‘I’m really wor- 


ried. How worried are you?” 

‘Only one seat at the table was 
empty. Behind the vacant chair, 
on the wall, was a plaque in- 
scribed with the words, “What 
I don’t know about computers 
even the computers don’t 
know.”” 

‘Suddenly the door of the 
boardroom was flung open. 
Everyone in the room froze — 
except Ron. Standing in the 
doorway was Harvey J. Murko, 
head of the biggest computer 
multinational in the world. At 
the age of 12 he had revolution- 
ised the computer by inventing 
the Murkodrive and now 20 
years on he was known simply 


as “‘King Silicon”. 

“So how was the deep freeze, 
Complex? Catch a chill?” “Cut 
the cracks Murko, you'd better 
have thawed me out for a good 
reason,” snapped Ron. “But I 
have. 1 loathe to say it but 1 
need you Complex. You are the 
only man alive who can under- 
take this missior 

A warm glow of satisfaction 
spread through Ron’s body. He 
knew that his biggest hunch had 
paid off. 

“So you need me do you? 1 
remember how 20 years ago 
everyone laughed at me when I 
said one day the world would 
need someone who knew abso- 
lutely nothing about computers. 
Now that day is here.” 

Way back at the beginning of 
the computing era, in the time 
now called ‘the Pong 
Dynasty”, Ron had foreseen 
trouble ahead for a computer 
dependent society. He organ- 
ised Computer Avoidance 
Training courses which 
consisted of tips on hiding in 
airing cupboards. Nobody 
came. Finally, exasperated, he 
put himself into cold storage 
Until that time when his total 
lack of computer expertise 
would be called on to solve the 
crisis. 

As the refrigerator door 
closed, two decades before, 
Ron had waved goodbye to his 
trusted friends who would 
guard his secret and reactivate 
him when they felt the insight of 
his ignorance could save the 
day. 

But the temptation was too 
much and Ron’s plan to put 
himself on ice was leaked to the 
press. For a day Fleet Street 
gave over their front pages to 
the man they called “the human 
fish finger.”” 

‘Then over the years the world 
forgot Ron, all except Harvey J 
Murko who had filed Ron’s 
details away in the memory 
banks under the heading, 
“Loonies who may come in 
handy.” 

Ron Complex, private in- 
vestigator, and now the planet’ 
most advanced computer illi- 
terate slammed his fist down on 
the boardroom table. ‘Just one 
thing before you tell me what 
this mission is Murko — where 
do I get hold of a raincoat with 
a tumed up collar and a 
battered trilby hat?” 


Next week: Part Two: Slightly 
into the Labrynth. 
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SOFTWARE 


Frankie Goes to 
Hollywood 
Frankie is not so much a game 
as a compendium of games 
united by a single aim. The idea 
is to progress from Mundanes- 
ville through to the Pleasure 
Dome increasing your personal- 
ity to maximum as you do so. 
Along the way there are puzzles 
to solve and action screens to be 
overcome, each with its own 
reward. Most of the games 
inter-relate and objects gained 
in one can be essential keys to 

another. 

The superb graphics place 
you in the streets of Mundanes- 
ville and you must enter each 
house in turn searching and 
touching objects as you go. If 
any objects looks useful then it 
may be carried with you but you 
can only carry a limited number 
so the choice must be made 
carefully. Using video cassettes 
or touching pictures can allow 
you to enter the action screens, 
once you learn how (I’m not 
telling). There are 10 action 
screens in all and objects found 
in the frouses usually enhance 
your chances of success. 

At one point you discover 
that a murder has been commit- 
ted and it is your task to deduce 
who the murderer was from 
clues which may be collected in 
the houses. This had me 
running for a pencil and paper 
because there are about a dozen 
suspects and it is impossible to 
keep track of all the clues. 
Solving the murder rewards you 
with more personality points, 
but what are these all important 
factors? 

Personality is divided into 
four elements (pleasure, war, 
love and faith) represented by 
four columns at the side of the 
screen. As you complete each 


Price: £9.95 
Publisher: Ocean 


Address: 6 Central St, Man- 
chester M2 SNS 
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game the columns increase in 
height and Frankie gives you 
occasional reports on ‘the 
percentage of your full 
personality which the total of 
the columns represents. 

The ZTT Room has a large 
sereen and a set of buttons 
pressing the buttons lights up a 
different part of the screen or 
turns it off again. Success is 
achieved by lighting up all of 
the ZTT symbol. The Sea of 
Holes is inspired by the Frankie 
symbol from which the hero 
character of the game was 
derived. As you disappear into 
one hole you reappear from 
another. If you reappear on the 
base line of the screen you are 
rewarded with a chance to enter 
another action screen. I think 
you will see by now that the 
screens are varied, all use 
superb graphics and there have 
been no bytes spared to produce 
this game 

There is even a maze which 
can be mapped by noting the 
colour of the manholes which 
are found there. These are the 
Corridors of Power in the 
Pleasure Dome itself and when 
your personality is complete the 
door to the final screen will be 
revealed here. The final screen? 
The title screen itself. Such is 
the elyptical nature of this 
game. 

My only criticism of this 
game is the computerised 
version of Relax which plays 
while the program loads. It 
sounds awful. Don't worry 
though, there is a free live 
recording of Frankie doing the 
same song on a separate tape in 
the box. Take my advice, stick 
that on the hi-fi and turn the 
sound down on your TV during 
loading and remember Fran| 
says buy this and you'll have 
Ocean's of fun. ED. 


Ghost Chaser 


When judging a game, one 
yardstick which I rarely have to 
use is the length of time it takes 
to complete. Unfortunately this 
measure comes into play in my 
review of Ghost Chaser. I suc- 
ceeded in completing all 16 
screens, caging the phantom by 
doing ‘so, which only took 
about two hours. The disap- 
pointing fact is that there isn’t 
a higher level, so once you have 
completed it there is no 
challenge left. 

The-game tells the tale of a 
little bear, who looks very much 
like Sooty, and his aim is to 
rid a ramshackle house of its 
spooky occupants, Our intrepid 
ursean ghostbuster does this by 
moving from room to room, 
collecting all the keys to unlock 
every room in the house. Occas- 
ionally the phantom material- 
ises but he can be dispelled by 
blasting him with cannonballs 
whenever possible. This has the 
effect of making the ghoul 
disappear for a while, presum- 
ably to lick his wounds. Teddy 
bear’s ammunition is in 
plentiful supply lying around 
the house and they can be 
picked up by merely walking 
past them, 

The rooms also contain 
smaller spooks, bats, ghostly 
flames or dripping pipes. 
Contact with any of these gives 
Teddy the shivers and three 
contacts in any one room means 
death to the bear (luckily he has 
five lives). Death can also result 
from a misjudged jump or by 
falling down a trapdoor. 

The game is quite enjoyable 
to play and because of this it 
just misses a Comatose rating 
but buyers should beware of the 
limitations which I outlined at 
the beginning of this review. 

ED. 


Price: £9.95 
Publisher: US Gold 
Address: Unit 10, The Parkway 


Ind Centre, Heneage St, Birm- 
ingham 


Whirlinurds 
‘A Whirlinurd is known to its 

iends as a Nurd. It is a little 
creature with helicopter blades 
on its head and it lives in a 
dangerous world of mazes. 
Whirlinurds are an example of 
one of nature’s magpies, the 
ultimate consumer snapping up 
anything that takes their fancy. 

Wherever the Nurd goes 
there are creatures intent on 
preventing him from getting the 
television sets, candlesticks, 
spectacles and other such 
desirable objects which litter his 
landscape. The most common 
enemy is a bouncing eyeball 
which appears to be a gregar- 
ious creature, often found 
bouncing up and down in large 
groups. Slightly less common 
are the snakes which dash 
backwards and forwards across 
many of the higher level 
screens, Other high level 
problems include moving force 
fields, live terminals and 
pulsating nodules. 

Using a joystick you can 
move the Nurd left and right 
and the fire button switches on 
his rotor blades lifting him up 
off the ground. In tricky 
situations a boosted lift can be 
achieved by pushing the stick 
forward at the same time as 
pressing the fire button, but this 
facility can only be used once in 
each screen. 

Some of the screens require 
you to find keys which open 
walls in the maze allowing 
access to trapped objects but 
this also releases whatever 
terror may be lurking inside the 
compartment. 

Whirlinurds will not extend 
the limits of C64 programming 
but it does give a degree of 
enjoyment and I found myself 
wanting to play on to see what 
the next screen had in store. 
However, this is not one of US 
Gold’s greatest games. E.D. 


Price: £9.95 


Publisher: US Gold 


Address: Unit 10, The Parkway 
Ind Centre, Heneage St, Birm- 


April Showers 
It sometimes seems as if we 
can't move for Beeb games in 
Mode 2. All too often they just 
take the superficial aspects of 
Frak! but without the winsome 


originality; until April Showers 
that is. In fact, this game is 
so original 1 can’t think of 
anything quite like it and I’m 
still trying to work out just 
what you have to do, let alon¢ 
manage to do it! 

The plot is simple. You are a 
little cloud with eyes (what?) 
whose pleasant task is to water 
the plants in the garden (aaah!). 
However, the naughty. flying 
umbrellas will steal your rain 
and kill your plants (grrr!) 
unless you water them and put 
them out of action. Your own 
liquid supplies are replenished 
from the other little clouds 
(without eyes) which flit across 
the sky. Yup, pretty original. 

Unfortunately, there are no 
instructions apart from the 
control key display and it takes 
a few moments to work out 
even in a rough way what it is 
you have to do. As you scroll 


Price: £7.95 
Publisher: Bevan Technology 
Address: Gresham Chambers, 


14 Lichfield St, Wolverhamp- 
ton WVI 1DG 


right or left the little eyes flick 
from side to side and the sky 
and ground move in relation 
to you, centre screen. Your 
options, apart from shifting the 
whole display, are to fire (ie. 
rain on things) and zip up and 
down to collect water from the 
other clouds and come into 
contact with the brollies. This is 
wild! 

No doubt there are patterns 
and tactics which will emerge 
but the only rational response 
on initial play is to watch the 
little clouds and snarl at the 
brollies. How often does a game 
make you smile even when you 
lose? 

This is superb fun — one of 
the most playable games I've 
seen for a long time but also one 
of the simplest. Proof positive 
that you don’t need 64K of code 
or giant databases on disc to be 
compulsive. Whether it’s non- 
violent as well is something 
you'll have to decide but it’s 
certainly the most compulsive 
non-destructive zapper I can 
recall. Shame about those 
instructions, though... DR. 


awe kk 


Flipped 


a 


kak kk 


Hooked 


Comatose 
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coORPUSCLE 


Corpuscle 


After levering out the disc filing 
system chip, loading proceeded 


normally, ‘accompanied by 
strains of “I’ve got you under 
my skin”, Very whimsicle when 
you realise that in this game, the 
“objective is to float about in the 
blood-stream shooting germs. 

You soon discover that by 
keeping the cross-hairs of your 
germ gun on the black hole in 
the centre of the scren and then 
holding down the fire button 
you can kill "em all. However, 
in other tubules that you are not 
patrolling, the bacteria are 
lurking and multiplying and the 
germ count zooms up. If you 
follow the right blood vessels 
you can enter the body organs 
but with, this particular bod — 
it’s difficult to tell if you’re in 
his feet or his lungs. 

To help you find your way 
about, so that you can rush to a 
particular organ when there's a 
‘germ alert’, the cassette inlay 
provides a map of all the body’s 
major blood vessels. It’s all in 
Latin and reminds one of an 
Italian underground system. 

Eventually of course, ‘the 
germs win and your host dies. 
This is perhaps not such a bad 
thing, as with these lungs, he 
didn’t have long left anyway. 


Price: £7.95 
Publisher: Micrograf 


Address: PO Box 17, Bracknell, 
Berks RG12 3NQ 


Ice Busters 


Ice Busters combines two 
arcade games into one. The first 
brings back memories of a 
Donkey Kong type of game — 
you must jump over snowballs 
and climb ladders to get to the 
top level before you can 
continue on to the second 
screen. It’s a pity that they had 
to rip-off Donkey Kong instead 
of creating something original. 

The next screen consists of 
lots of square blocks of ice 
through which there is a 
network of paths. The Snow 
Bees move around in their 
direction and crush them. This 
may sound easy but believe me 
—it isn’t. 

The graphics are nothing to 
get excited about and the 
general presentation could be 
better. There are versions of 
both these two games already 
available from other software 
houses, in my opinion Cascade 
Software seem to be re-invent- 
ing the wheel. 

The instructions are very 
simple and straightforward, 
they assume that the player 
already Knows what to do. I 
found that the F3 key will pause 
the game and the FI will release 
it, the stop key is used to abort 
the current game. No mention 
of this was made on the inlay 
card though. 

Play may be achieved using 
either the keyboard or a 
joystick. The game does not 
seem to use any turbo-loader 
although the inlay card claims 
that it does, I found the loading 
very unreliable and slow. K.1. 


Price: £6.95 
Publisher: Cascade Games Ltd 
Address: 1-3 Haywra Crescent, 


Harrogate, N Yorkshire HGI 
SBG 
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Super Brat 
Atlantis claim Super Brat is the 
most authentic tennis game 
available for the Spectrum, yet 
only forehand shots from the 
baseline are possible! 

Your player must take on 
Super Brat in the British final 
and if you succeed you move up 
to the European and the World 
finals — not even the competi- 
tions are realistic! Game 
controls are limited to left, right 
and swing your racket, there is 
no joystick option. To hit the 
ball to the left you must hit the 
ball quickly, hitting it slowly 
moves it to the right, 

‘The background graphics of 
the umpire and line and net 
judges are excellent; the players 
are reasonable, though their 
legs are a rather odd shade of 
pink. There are irritating little 
tunes when a game is won, 
which can be switched off, and 
an excellent simulation of 
applause. 

You can play three or five set 
matches and normal tennis rules 
apply, except the players don’t 
change ends. You must be 
careful of conceding foot faults 
if you don’t position your 
player correctly when Serving. 
Some of the umpire's decisions 
seem odd but Super Brat 
usually remains calm, though 
he has been known to throw his 
racket down in disgust. 

There is a slow response to 
the keys, and it’s hard to spot 
the ball, making it diffiult to get 
in line ‘correctly, so this is a 
poor game to play. 

Most authentic Spectrum 
tennis game? They cannot be 
serious! S.J.E. 


Price: £1.99 


Publisher: Atlantis 
Lid 


Software 


Address: 19 Prebend St, 


London NI 8PF 


Davy — King of the 
Wild Frontier 


Imagine the scene; you're in the 
Wild West, the’ Indians are 
sending smoke signals between 
the hills while horse-drawn 
stage coaches pass along the 
roads. During the night the 
Indians took your cloths, rifle 
and girlfriend. The next morn- 
ing you wake up and must 
collect your possessions while 
avoiding the oncoming arrows, 
lances, tomahawks, snakes, 
cacti and Indian: 

The game is based upon a 
number of different screens. On 
each one you must collect a 
different article before you may 
continue onto the next. The 
background graphics are good 
although the foreground 
moving characters could do 
with a little more attention to 
detail — it’s a pity they spoil the 
game. 

One of the features that the 
gaem boasts is speech. Every 
now and again it keeps stopping 
play and saying something such 
as “Wild Indians”. For some 
reason I cannot understand 
‘most of the words that it comes 
out with — perhaps I’m getting 
old and deaf! After a while you 
will get sick of listening to it and 
turn the sound down anyway so 
I don’t suppose that this is 
much of a bad point. 

I found the game was quite 
playable and despite all of the 
wrong key pressing and 
attempts to crash the program I 
will have to announce that it is 
bug-free. 

‘The cassette cover claims fast 
loading of the program. I did 
not find it any faster than 
normal and it certainly did not 
use any special turbo-loader. 
Loading was not very reliable 
either. K. 


Price: £6.95 
Publisher: Cascade Games Ltd 


Address: 1-3 Haywra Crescent, 
Harrogate, N Yorkshire HGI 
SBG 


Hacker 2,000 


The scenario for this adventure, 
set in the year AD2,000, is that 
ith your computer and RS232 
interface lead, you have tapped 
10 a broken data line, in an 
attempt to find and change 
your brain scan file. This will 
prevent the “thought police” 
catching you. However, pene- 
trating the security system of 
the multivax computer is a 
difficult and complex task. 

Loading was difficult as there 
was a glitch right through the 
tape and data’ blocks had to be 
obtained from both sides to 
achieve a load. The loading 
accompanied by a rather weird 
rendering of Gustav Holst’s 

Mars"’. Very dramatic music 
to set the scene. 

The usual adventure features 
are present, including a save 
game option. However, as one 
might expect, HELP’ is not 
provided. Interpretation of 
human input is limited to one or 
two words, the usual abbrevia- 
tions applying. 

T got in there hacking and 
managed to locate Rover V, an 
errant robot intent on blowing 
up multivax’s EPROMs. He 
was quite useful until we 
encountered a security droid 
intent on blowing us up. This he 
achieved with consummate 
ease, exterminat Rover V 
and’ sending a high voltage 
surge down the line, killing me 
too! 

In summary, I liked the 
concept of this’ adventure and 
the presentation created quite a 
dramatic atmosphere. The plot 
is a refreshing change from 
myth and magic. 


Price: £7.95 
Publisher: Micrograf 


‘Address: PO Box 17, Bracknell, 
Berks RG12 3NQ 


BBC 


The Train Game 


When loading, the program 
draws a random railway track 
layout, together with a few 
stations, trees and an engine 
shed. This procedure takes 
some considerable time and 1 
suspect after several games, the 
fascination of seeing the 
computer feel its way around 
would be lost. 

You start with one train 
which you have to control by 
changing points, stopping and 
reversing, with the objective of 
collecting passengers at one 
station and delivering them to 
another. In this way, you collect 
fares and make a profit, unless 
you happen to crash into the 
points when they are against 
you. 

Just when you are finding 
things easy, another train is 
released from the shed and you 
must control them both. Other 
hazards to contend with are 
crashing into your own trains, 
running out of coal and demon 
trains, It’s only a matter of time 
before panic sets in and there's 
an almighty crash. 

The graphics are fair, 
coupled a nice “chuff 
chuff” sound as the locos move 
round the track and the idea of 
the game is relatively novel. It is 
a multi-screen game, with an 
increasing degree of difficulty. 
If you’ve always wanted to be a 
train driver, here’s your chance. 


Price: £7.95 
Publisher: Micrograf 


Address: PO Box 17, Bracknell, 
Berks RG12 3NQ 


With the limited ROM in the 
unexpanded VIC-20, it is quite 
a problem to create a game 
which is both novel and testing. 
This game appears to fill this 
role easily. 

‘The scenario is rather bizarre. 
You play an octopus who is ear- 
marked as the main course at a 
restaurant. You are dumped in 
an oven and must put out the 
flames at the bottom of the 
oven before the temperature 
reaches 100 degrees. 

You do this by collecting 
droplets of condensation from 
the top of the oven and 
dropping them on the flames. 
Your efforts are impeded by 
pieces of flying food debris and 
a dog called Fatty Henry. 

Collisions with flames, food 
or Henry cost you a life. There 
are a range of ovens with 
different layouts and hazards to 
complete. 

The graphics are quite 
splendid with multicolour 
chunky figures. The octopus 
and Fatty Henry are built up 
from several characters to give 
pseudo sprites. The effect is 
enhanced with some reasonable 
animation. 

Overall this is a challenging 
game which is colourful and 
quite a reasonable achievement 
onan unexpanded VIC. A.W. 


Price: £5.95 
Publisher: Software Projects 
Address: Bearbrand Complex, 


Allerton Rd, Woolton, Liver- 
pool L25 7SF 


DFM Database and 
Labels 
With these two well document- 
ed programs for the storing of 
data and printing of labels you 
can use your Amstrad as a filing 
cabinet, to store names, 
addresses, products, catalogues 
etc, as you choose. The 
machine holds one file at a 
time, each sheet in the file is a 
record, and each line in the 
record is a field. Via a series of 
menus, you declare your file 
structure, stating how many 
fields, and their size. DFM then. 
tells you how many records can 
be accommodated. If you OK 
this, you then decide how you 
want the info presented on 
sereen and printer, then enter 
the data. 

You may then sort the file in 
alphabetical or ascending 
numerical order and retrieve the 
file you want using any field. 
Data can be saved to tape 
(there’s no provision for discs) 
and loaded into the second 
program for label printing, 
addition to presentation on 
screen. 

The obvious comparison is 
Masterfile 464, which is £10 
more, and which holds much 
more. data, has many more 
facilities, and is easily 
transferred to disc. DFM is well 
written, but given modest 
programming skill, you could 
write it yourself. ‘At £6.95 it 
would be worth having just to 
see how a database works, 
however, any serious user 
would be well advised to go for 
Masterfile. In the long run, it 
will save you time, temper and 
money if you buy the one which 
meets all your needs, present 
and future. D.M. 


Price: £14.95 
Publisher: Amsoft 


Address: 169 Kings Rd, Brent- 
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Nonterraqueous 


The aim is to guide the 
“seeker’” through the insides of 
a mountain and destroy the 
base of an evil, tyrannical 
computer. Mastertronic say 
there are over 1000 screens to 
search. 

Instead of a set amount of 
lives you are given a psyche 
level, the game ends when the 
level’ falls to zero. Colliding 
with an alien or the room- 
surround will reduce your 
psyche. In some rooms there is 
an object which boosts your 
psyche level, but some give you 
“decayed"” ’ psyche which is 
fatal. You can also die by 
running into a proton thruster, 
which is a white vertical line 
gradually increasing and de- 
creasing in length. 

Graphics are smooth and the 
three different rooms are much 
of a muchness since there are 
only a few static objects present 
in each and the same object can 
be found in many rooms. 

Kempston, Protek and 
Sinclair joystick interfaces can 
be used, the keys are well 
chosen but cannot be redefined. 
Instructions are reasonable 
though there is little relation of 
the plot to the game. 

In most rooms it is easy to 
avoid the proton thruster, 
provided you concentrate, but 
the different problems give the 
game its appeal — these include 
finding bombs to blow up force 
fields and obtaining fuel to 
power a rocket to take you 
through a gas room. 

Once you have solved a 
problem the game seems easy — 
until the next is encountered, 
making Nonterraqueous a 
compulsive game and an 
excellent buy. SJE. 


Price: £1.99 


Publisher: Mastertronic 


Address: Park Lorne, 111 Park 
Road, London NW8 73L 


The Southern Belle 
This is pretty amazing. It’s a 
simulation of the London— 
Brighton run on a 1930's steam 
engine, and is possibly the most 
complex (and presumably real- 
istic) simulations I've yet seen. 

The screen display presents 
you with a view from the 
driver's position, and the 
landscape as you travel along 
the line is displayed using line- 
vector graphics. You have = 
time-table to keep to, and the 
various stations along your 
route, and major landmarks 
(tunnels and bridges etc.) make. 
up the landscape graphics. 
‘These moving graphics are a 
little jerky, but very detailed, 
and the way that they seem to 
grow larger as you draw nearer 
is nicely done. 

Controlling the train can be 
as simple or as complicated as 
you want, as there are an 
enormous range of control/ 
difficulty options for you to 
choose from. You can, for 
instance, start of on a simple 
training run, during which you 
only have to worry about the 
brakes and a couple of simple 
controls, or you can go the 
whole hog and take total 
control of the train in a variety 
of conditions. This means that 
you can start off simply, but as 
you become more skilled, the 
‘game can become more difficult 
so that it will continue to 
present a challenge for some 
time to come. 

It’s difficult to do justice to 
such a richly complex game in a 
short review — it’s probably for 
the arcade enthusiast, but if you 
are the kind of person attracted 
to the complexities of simula- 
tions, then I should think that 
this isa must. Ca. 


Price: £7.95 


Publisher: Hewson Consultants 


Address: 7 Grahame Close, 
Blewbury, Oxon OX11 9QE 
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Thing on a Spring 


This is one of those games that 
are so addictive you cannot 
resist playing. On loading a 
nicely animated title page is 
displayed with a rather catchy 
tune playing in the background. 
You may start the game from 
here and use either the 
keyboard or the joysticks to 
play — the keys being totally 
user definable. There is also an 
option that will let you turn 
off/on the music and keep the 
special effects that are used in 
the game. 

Your objective is to move 
Thing On A String through the 
factories and collect the nine 
pieces of a jigsaw. In the 
factories there are sinking 
floors, lifts, slides, et 
Wandering around are various 
strange objects that will drain 
your oil at a rapid rate. If your 
ail level gets too low then your 
spring ize up and the 
game will inevitably end. 

Between the screens there is a 
network of tunnels through 
which you must pass, in these 
you will find more oil draining 
‘creatures and obstacles in your 
way. At this stage you may also 
look at the jigsaw that you have 
so far completed. 

The graphics are of an 
excellent quality; smooth seroll- 
ing, bright colours and imagina- 
tive designs have been used. To 
add variety to the game each 
screen contains different 
colours, designs and shapes 
each time you play. 

Unfortunately the _instruc- 
tions are rather brief and 
lacking in detail. Apart from 
this it is an excellent game that I 
would strongly recommend. 


KL. 
Price: £7.95 


Publisher: 
Software 


Gremlin Graphics 


Address: Alpha House, 10 Car- 
ver St, Sheffield SI 4FS 


Chinese Patience 


You must pit your wits against 
the computer, in a deserate bid 
to get rid of all your cards. The 
winner scores points equal to 
the number of cards left in the 
loser’s hand. 

Each player is given 22 cards, 
the aces are used to start piles in 
which cards must be placed in 
suits in ascending order. The 
remaining four each form the 
start of piles in which cards 
must be placed in descending 
order with alternate colours. 

You may twist the top card 
from your deck onto your 
discard pile, but you may only 
twist again in the same turn if 
you have moved the first 
“twisted card’. As well as 
moving your own cards you can 
transfer cards from one pile to 
another to make space, and you 
can transfer a card’ to your 
opponents pile if it’s in the same 
suit and of value immediately 
above or below the top card. 

The computer moves quickly, 
although the card placing from 
stack to stack does. The beep 
signalling the movement of 
cards can get irritating, a 
different tone announces the 
end of the computer's move — 
so you can switch over to watch 
television while waiting! 
Another annoying feature is 
that you can type in your 
commands too quickly for the 
computer to understand. 

To succeed — remembering 
to make all possible moves isn’t 
enough — luck is essential! 
Nevertheless, ‘*Chinese Pat- 
ience’” is an ideal choice if you 
enjoy trying your hand at cards. 

SE. 


Price: £1.99 


Publisher: Atlantis Software 
Lid 


Address: 19 Prebend Street, 
London NI 8PF 


HOME COMPUTING WEEKLY 
SUBSCRIPTION ORDER 


GET YOURS 
EVERY WEEK! 


Fed up of fighting your way through the crowd? ! County 
Sick and tired of finding your local shop hos 
sold out? Post Code 
Fancy having a free binder for your HCW? 
Why not have a subscription and get your Commence with issue number 
favourite magazine delivered to your door each 
and every week. Remittance value 
For a limited period only all UK subscriptions, 
either new or renewals, will automatically Access/Barclaycard 
include a free binder. Each binder holds up to 
26 copies of HCW safe and secure. No more Signature 
dog-eared copies lying on the floor or being 
torn by the cat. Subscription type 
A years's subscription costs just 
£35 to UK destinations Binders (£5 each) 
£41 Overseas (Accelerated Surfact Post) 
£51 USA (Accelerated Surfact Post) 
£114 Airmail 
Extra binders are also available at £5 each 
(inc P&P). Allow 21 days for delivery. 


Send completed form to: 
Infonet, 10-13 Times House, 
179 Marlowes, Hemel Hempstead, 


3B OR NOT 3B 


John Daddy put Voltmace'’s BBC joystick 
through its paces so read on and find 
out what he thinks! 


Delta 3b Single 
Joystick (MK11) 


Up until this morning’s post 
arrived I had never been a very 
keen user of joysticks and felt 
much more comfortable using a 
keyboard to zap nasties or draw 
pictures, but today I had to 
revise my opinion. 

Having used sniffer dogs and 
X-rays to check out a myster- 
ious parcel left on my doorstep 
I finally unwrapped a Voltmace 
Delta 3b joystick and immediat- 
ely fell in love with it. All 
together now, — al 

The Voltmace Delta 3b has 
an uncluttered modern design 
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and the workmanship, (sorry! 
workpersonship), was excellent, 
both inside and out which gave 
it a precise and positive feeling. 
Another plus for me was the 
small joystick which could be 
held with finger and thumb, 
unlike many joysticks which 
feel like car gear levers. Being 
very patriotic, I was also 
delighted to see that it was 
British made. 

The joystick casing is made 
from nylon and should be 
almost indestructable. The 
shaft is steel set in a ball and 
socket joint which actuates two 
firmly positioned potentiomet- 
ers set at right angles to each 


other, one for sensing the left to 
right ‘movement and the other 
for sensing the up and down 
movement of the joystick. It 
has a strong and very quick self- 
centring action which is obtain- 
ed by a simple mechanism 
actuated by four small springs. 

The potentiometers produce 
an analogue signal which repre- 
sents the position of the joystick 
and if it wasn’t for the strength 
of the springs, which make it 
difficult to hold the position of 
the cursor on the screen, the 
Delta 3b would be an ‘ideal 
choice for graphics software 
control. 

In the top panel of the case, 
just below the joystick, there 
are two red buttons which act as 
fire buttons and below these is 
seta further green button. 
Pressing these buttons in 
different sequences, and check- 
ing the value of ADVAL() 


AND 3, the following readings 
can be obtained. 


opportunity to write software 
which will enable the keyboard 
key functions in games to be 
controlled by the joystick keys 
and should save games players 
much of the frustration of 
searching for the correct key on 
the keyboard at some desperate 
point in a game. 

The two fire buttons, posi- 
tioned at either side of the top 
face of the case, make this joy- 
stick an ideal choice for left 
handers. Designers often con- 
demn left handed people to a 


life of “Cross Hand Boogy”’, 
and not only joystick designers. 


No buttons pressed —ADVALOAND3 = 0 
Either one of the red buttons pressed +— ADVALOAND3 
The green button pressed —ADVAL0AND3 = 2 
The horizontal position of the joystick can be read from ADVAL 1 
or ADVAL 3. 
The vertical position of the joystick can be read from ADVAL 2 
or ADVAL 4, 

This gives the user the | For lazy programmers Volt- 


mace produce a joystick utility 
which will convert some non 
joystick games to work with 
twin or single joysticks. The 
instructions for the joystick 
suggests that the software is 
user friendly and says that it will 
work with single or twin joy- 
sticks, but unfortunately ‘this 
tape was not sent for review 
along with the unit. The 
program is said to allow any key 
function to be replaced by the 
joystick direction, and its 
sensitivity can be ‘altered, so 


that the amount of movement 
required to simulate a key press 
can be changed. 

Also included is a rapid fire 
feature which enables a con- 
tinually depressed key to 
simulate repeated pressing of 
the fire button; a boon to games 
players like myself who are 
often so absorbed in trying to 
position the source of the 
projectile that they forget to 
pull the trigger. 

The Delta 3b will run any 
Acornsoft, or Acornsoft com- 
patible, software written for a 
single joystick or games which 
do noi require players to use a 
joystick each. For games which 
do require both players to play 
at once a Delta 3b twin is avail- 
able. It is compatible with BBC 
machines fitted with the A/D 
interface, or Electrons fitted 
with a Plus 1 interface. 

Overall I was very impressed 
with this unit and it is especially 
good value for money. A one 
year guarantee is given against 
faulty workmanship or parts 


but I don’t think Voltmace will 
have to worry about many dis- 
satisfied customers knocking at 
their doors. Some joysticks I 
have tested have been badly 
engineered and inaccurate but 
this Voltmace product is well 
engineered in all respects and 
should prove tobe very reliable. 


Price: £11.95 
Publisher 


Address: Park Drive, Baldock, 
Herts SG7 6EV 


Machine: BBC Model B, Model 
A with A/D port and Electron 
with Acorn Plus | interface 


‘oltmace Ltd 
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(COME AND PICK UP YOUR SOFTWARE AT “MARBLES SHOPPII 
2, SET-351 OXFORD STREET, LONDON WIR {DD (1 MINUTE FROM MARBLE 


FURTHER TITLES AND OFFERS AVAILABLE AT. OUR SHOP WHICH IS OPEN 7 
DAYS A WEEK FROM 10.AM — 19.00. SUNDAYS 1AM — 18.00 


ABOVE DISCOUNTS APPLICABLE ON PRODUCTION OF THIS ADVERT AT OUR 
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BEGINNING 
seca CODE 


Using your bits of 
your bytes as flags 
is the subject of 
this week's 
machine code 
tutorial from 
Diana and Colin 
Smith 


his week we are going to 

cover those Z80 instruc- 

tions which allow us to 
manipulate the eight bits which 
make up each byte. 

‘The simplest are the BIT, SET 
and RES instructions which are 
Used to test set or eset abit (-7) 
of the A, B, C, D, E, H or L 
registers or (HL). 

BIT 0,A tests bit zero of the A 
register. If the bit is reset (0), the 
flag will be set. However, if the 
bit is ser (1), the zero flag’will be 
reset. The BIT instruction is 
therefore normally followed by a 
conditional instruction like JR 
Zn. 

‘The SET instruction ensures 
that a stipulated bit is ser and 
likewise RES ensures that a stipu- 
lated bit is reser, 


eg. SET 3,A 
RES 5,A 


You can use these instructions 
to create your own “flags”. 
Reserve a byte at an address held 
in the HL register pair. The eight 
bits of that byte can now be used 
as separate flags in your own 
routines. They could indicate that 
a figure had jumped, fallen, 
tuned around of run off with the 
girl next door! 

The BIT instruction is often 
used when reading the keyboard 
to check which particular key has 
been pressed. We will see an 
example of this in the next article, 
‘when we cover the machine code 
IN instruction. In the meantime, 
‘you may like to read up about the 
BASIC IN instruction in your 
Spectrum manual. 

The rest of this week's article is 
devoted to the rotation and shift 
instructions. These are used to 
move the bits of a byte and all the 
examples we will cover also 
involve the carry flag. 

These instructions operate on 
the single registers and (HL). 
Listing 1 is a short routine (0 
produce the mirror image of a 
character, in this case, a 
weed SB 
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30000 LD 
30003 LD 
30005 Li PUSH 
30006 xOR 
30007 LD 


The routine uses two rotation 
instructions which allow us to 
use the carry flag to transfer 
information from one byte to 
another. Refer to Fig.1. which 
should ‘make the following 
explanation clearer. 

TL is loaded with the address 
of the first byte of Graphic B — 
65376 for the 48K Spectrum. 
For eight bytes of the character, 
the A register is set to zero by 


Listing 2 


HL,45376 33 
96 
255 
B,8 é 
8 
BC 197 
ra 175 
B,8 6 


XOR A and we enter the second 
loop. The instruction RRC 
(HL), (Rotate Right with Carry, 
the byte addressed by HL) takes 
bit 0 of the byte addressed by 
HL and copies it to the carry 
flag. All the bits move one place 
to the right with the original 
value of bit 0 going to bit 7. 
The instruction RLA, 
(Rotate Left the A register) 
copies the value of the carry 


HL, 16384 


B,192 
BC 
a 


flag to bit 0 of A, moves all the 
bits one place to the left and the 
original value of bit 7 goes to 
the carry flag. 

‘After eight such repetitions, 
the byte addressed by HL has 
regained its original form and 
the A_ register contains its 
mirror image. The LD (HL),A 
instruction replaces the original 
form of the byte with its mirror 
image and INC HL moves us on 
to the next byte. 

If you are feeling adventur- 
‘ous, you could modify the code 
so that the mirror image is 
transferred to another User 
Defined Graphic character. The 
remaining code tells the 
Spectrum to print the new 
Graphic B on the screen. 

Use an assembler or the 
loader program given in the 
first article of this series to load 
the code of Listing 1, starting at 
address 30000. Run the routine 
with RAND USR 30000 to see 
your reversed Graphic B. 

As you might expect by now, 
the Z80 instruction set also 
provides instructions which 
work in the opposite direction 
to the two used in our example. 
Fig.2 shows the RLC (Rotate 
Left with Carry) and the RR 
(Rotate Right) instructions 
which complement, respectiv- 
ely, the RRC and RL instruc- 
tions in the example given. 

As a bonus, Listing 2 
provides a routine to scroll the 
screen one pixel to the right. 
Print something on the screen, 
then try calling the routine with 
the Basic line 


FOR n=1 TO 256: RAND USR 
30000: NEXT n 


You should be able to under- 
stand how the routine works for 
yourself by now. Note that 
16384 is the first byte of screen 
memory. 

To finish off, we will look at 
two shift instructions. SLA or 
Shift Left moves all the bits one 
place to the left with bit 0 being 
reset and the original bit 7 going 
to the carry flag. This has the 
effect of multiplying the byte 
value by two, provided there is 
no overflow to the carry flag, 
i.e. the original number was less 
than 128. 

SRL or Shift Right Logical 
moves all the bits one place to 
the right with the original bit 0 
going to the carry flag. Bit 7 is 
reset and this has the effect of 
halving the original byte value. 

These instructions are illus- 
trated in Fig.3. 


(HL) 0-0 1-— 1-0» 1+ 0-—-1——+? 


In the next article we will | machine code or reading the | speaker with machine code 
look at the IN’s and OUT’s of | keyboard and driving the loud- | routines. 
Fig. 1. Rotation instructions RRC and RL 
BIT NUMBERS 
2 Gb cB) AB 2 AsO, CARRY FLAG 


A 0-0 1-1-0 1+ 0 + 1——>? 


AFTERRAC(HL) 1 0 0 1 17 0 1 0 1 
A pesos 00000) 
AFTERRLAO 0 0 0 0 0 O 1 C) 
Fig. 2. Rotation instructions RLC and RR 
BIT NUMBERS 

7. 6. Ske. Sez et en0 CARRY FLAG 

f es | 
(HL) 0<-0<-1+1+0+1+0+1 ? | 

AFTERRLC(HL) 0 1 171 0 1 0 1 0 C) 


AFTERRRA 1 0 0 1 t=6, T 0 1 
Fig. 3. Shift instructions SLA and SRL 
BIT NUMBERS BYTE 
7246) Bo) Ade 8s 12D CARRY FLAG VALUE 
A 0+0+-1+1+0+1+0+1=0 53 
AFTERSLAAO 1 1 0 1 0 1 0 0 106 
A 00-0 +1 1>0->1+0--1——>? 53 
AFTERSRLAO 0 0 1 1 0 1 0 1 26 
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SPECTRUM GAME 


There just might be a sting in the tail 
in this family-fun game from Andi 


Cowley for the Spectrum 


In this|Spectrum game Bert the 
bee ha§to avoid the gardener in 
order fo go about his daily 
buzziness of collecting nectar. 
Bert can be controlled either 


by joystick or by using the 
keyboard — Q=up, A=down, 
O=leff, P=right. There is a hi- 


scoreitable so you can keep your 
‘on pollén-count whilst making 
Sure the gardener ain't misbee- 
hivin*. 


it 
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How if works 

0 save 

2-4 initialisation of variables 

5 gosub for menu 

10 initialisation of variables 
(controls) 

15 set timer 

16-25 set up screen 

30 gosub for controls 

40 change level 

800-910 joystick control routine 

900.990 keyboard control rout 

1000-1010 end of game 

1O1S-1110  input/view highest 
three scores 

8500-8740 instructions 


N.BTS is made up of 32 blank | 
spaces 


1 SAVE "BEEZY" LINE 9999: 
2 POKE 23607, 12: 


+73 FLASH 13" 
3 LET GAME=5Q: 


LET SC=@: LET LIVES=3: LET 


23674 TO 23672 STEP -1: POKE N,@: NEXT 
3673+PEEK 23672) /S@: FOR M=t 
NT AT A,B: INK 63; BRIGHT 1 
950 AND SC<1@5@ THEN LET LIVES=LIVES+1 
AT 8,037 INK 2; PAPER 73 "SCOR 
AT 21,037 INK 1: PAPER 7: "LI 
CON: NEXT M 
FOR N=@ TO 1@: FOR I=@ TO 7: PRINT AT 1 
7.50: NEXT I: NEXT LET GAME=GAME+25: 
: LET le=le+1: GO TO 15 
RRHERIDYSTICK HAR R RHR 
AT X,Y: INK 6: PAPER O;" 
INK 6: PAPER @; BRIGHT 1 
=B THEN BEEP .01,50: LET 
04 IF IN 31=8 LET X=X-1: PRINT AT 
TAT X+1,¥s" "SAT INK 6; PAPER 03% 
805 IF IN Si=4 THEN 
INT AT X,¥3 INK 6; PAPER 
806 IF IN 3i=2 THEN LET Y= PRINT AT 
907 IF IN 31=1 THEN LET Y=Y4}: PRINT AT 
INT AT X,¥3 INK 6; PAPER @:"# 
898 IF X=A AND Y=B THEN BEER) .@1,50: LET SC=SC+GAME: RANDOMIZE : RETURN 
809 IF SCREENS (X,Y)=(CHRS 1@) THEN BEEP .@1,-9: LET LIVES=LIVES-1: PRINT AT 2 
1,18; PAPER 73 INK 1;LIVES: FGR N=1 TO 20: PRINT AT N,@ INK @:” 
NEXT Nz PRINT AT A,B; INK 6; B 
RIGHT 13":": IF LIVES=@ THEN [BO TO 1000 
B19 PRINT AT INT (RND#2@+1),INT (RND*S2);CHR# lez: GO TO 800 
902 REM ##*#*#CONTROLSHAAH RHE m 
9@1 PRIN! AT X,¥s INK 6; PAPER @:"#" 
902 IF X=A AND Y=B THEN BEE® .@1,5@: LET SC=SC+GAME:+ 
9@5 IF INKEYS="M" THEN GO SI 
910 IF INKEYS="Q" THEN LET QeX-1: PRINT AT X+1,¥3" 
RINT AT X+1,¥s" "SAT X,¥3 PAPER @:"#" 
920 IF INKEY#="A" THEN +1: PRINT AT X-1,¥3" 
PRINT AT X, 
940 IF INKEYS= X,¥e1s" 
958 IF INKEY$="P X,Y-is" "2 IF 
6; PAPER @;"#" 
Y=B THEN BEEP .@1,50: LET 5 ANDOMIZE : RETURN 
Mm“ THEN GO SUB 1100 
(X,Y =(CHR$ le) THEN BEEP .01,-95 
R73 INK 1;LIVES: FOR Nel TO 20: PRINT 
“: NEXT Ns PRINT AT A, 
i": IF LIVES=@ THEN GO TO 1000 
AT INT (RND*2@+1) ,INT (RND*32);CHRS le: GO TO 900 
IVES=3: FOR N=1 TO 2@: PRINT AT N,@; INK) 2; PAPER 7; FLASH 13" 


“2 NEXT N 
AT 11,4; PAPER 2; INK 7; FLASH THE GARDENER GOI! YUU “: BEEP 1,5 


RANDOM! ZE 


IF X<=1 THEN BET X=12 P 


1 THEN LET Y=3 


ET LIVES=LIVES-1: PRINT AT 2 
N,O3 INK 
IK 65 


>HS3 AND SC<HS2 THEN GO TO 1020 
>HS2 AND SC<HS THEN GO TO 1030 
OHS THEN GO TO 1040 

HSS AND SC<HS2 THEN INPUT "WELL DONE 
NTER YUUR NAME (<3 LETTERS)"; LI 


DU HAVE TODAYS THIRD HIGHEST S 
LEN J$>3 THEN LET J 


1@25 LET HS3=SC 

1925 GO TO 1050 

1@3@ IF SCOHS2 AND SC<HS THEN LET J$=N$: INPUT “WELL DONE YOU HAVE TODAYS SECON 
D HIGHEST SCORE.PLEASE ENTER YOUR NAME (3 LETTERS?"; LINE N$: IF LEN N$>3 THEN 
GO TO 1930 

1035 LET HS3=HS2: LET HS2=SC 

1939 GO TO 1050 = 

1@4@ IF SE>HS THEN FOR N=4@ TO 6@ STEP 2: BEEP .@04,N: NEXT Nz. LET J$=N$: LET N 
$=H$: INPUT "WELL DONE YOU HAVE TODAYS BEST SCORE.PLEASE ENTER YOUR NAME (3 LETT 
ERS?"; LINE H$: IF LEN H$>3 THEN GO TO 1040 

1045 LET HS3=HS: LET HS=SC 

1@5@ BEEP .1,41 FOR I=@ TO S: PRINT AT 2,18; INK 1;"TODAYS GREAT 
EST" 

1054 1F INKEYS<>" 
1055 PRINT Al 5,8 
S2;AT 15,8; INK 
1100 REM 

1105 BEEP .09,10: PRINT AT X,¥+is" “2 
111@ RETURN 

85@0 REM *****INSTRUCTIONS#*ee® 


THEN CLS : GO TO 9200 
1; BRIGHT 1;H$;" WITH ";HS;AT 10,8; INK I+1;NS;" WITH "3H 
WITH ";HSS: NEXT I: NEXT Nz CLS : GO TO 9000 


8510 PRINT Af 1,12;"BEEZY": LET i#=" HI MY NAME IS BERT THE BUMBLE BEE AND I ‘VE 
GOT A PROBLEM.YOU SEE THE GARDENER HAS TRAPPED ME AND SEI ME AN IMPOSSIBLE TAS 
K.s..1 MUST COLLECT THE NECTAR FROM EACH OF THE FLOWERS, THATS EASY BUT THE GARD 
ENER WILt DROP .....IF ANYONE CAN HELP ME YOU CAN" 
8700 PRINT AT 4,03: FOR TO LEN I$: BEEP .0@3,60: PRINT I#(N NEXT N 
8718 PRINT AT 21,@; FLASH 1;" PRESS ANY KEY oy 
9715 IF INKEYS="" 1HEN GO 10 8710 
872@ CLS : LET I#=";0 MOVE BERT ‘# AROUND THE SCREEN USE @=UF A=DOWN 
O=LEFT P=RIGHT" 

PRINT Al 4,0:: FOR N=1 TO LEN I$: BEEP .003,6@: PRINT 1$(N) NEXT N 

PRINT AT 21,0; FLASH 1;" PRESS ANY KEY a 

IF INKEY$="" THEN GO TO 8730 

cLs 

PRINT AT O,Q;t#;AT @,14; INK PAPER 7;"BEEZY" 

FOR n=1 TO 13: PRINT AT n,@; INK 13"  “;AT m,3@; INK 13" “z NEXT n 


PRINT AT 13,03t# 
BEEP .1,15: PRINT AT 2,5; INK 2; PAPER FLASH 1;"1.INSTRUCTIONS": BEEP .1 
PRINT AT 4,5; INK 2; PAPER 7; FLASH 1;"2.START GAME": BEEP .1,5 


PRINT AT 6,5; INK 2; PAPER 7; FLASH 1 KEMPSTON": BEEP .1,0 
PRINT AT 8,5; INK 2; PAPER 7; FLASH 1;"4.KEYBOARD": BEEP .1,-5 
FOR N=@ TO S@@: PLOT RND*255,RND*S@: BEEP .@1,RND*10+40 


IF INKEY$="2" THEN LET S$="(B) (EE) (S)EE": POKE 23692,255:, FOR n=@ TO 37: 
s NEXT GO 10 6 

“IF INKEY$= THEN BEEP .1,30: LET CON=990 

IF INKEY$="1" THEN FOKE 25692,255: FOR TO 36: PRINT : NEXT n: GO TO 8S 
LF INKEYS THEN BEEP 3@: LET CON=800 

NEXT CLS + GO TO 1050 


FOR TO 255: PRINT CHR Nz: NEXT Nz 
POKE 23607,15@: FOR N=64008 TO 64042 
READ a: PUKE nya: NEXI nz PUKE 25607,249 
DATA 8@,48,20,39, 126,188, 16,64 
DATA 128,192,112,20,26,2,3,1 
DATA 6,11,30,68,124,238,231,213 
DATA @,0,126,219,255,153, 153,70 
LOAD. “CHARS"CODE : GO TO 2 
REM currah u-speech 

LET S#="(B) (EE) (S)EE" 


WARE 


FIRM 


Dave Reeder lends an ear to music on 
the BBC with Beebug's MUROM. Read 
on fo find out why he was impressed 


In common with most Beeb 
users, I've never really come to 
terms with its music capa- 
bilities, The variety and depth 
of its sound channels and para- 
meters mean that even moder- 
ately complex musical 
arrangements can reduce the 
average user to a state of 
gibbering insensibility all to 
quickly. 

All of which is to say the 
least, a waste. As tools to be 
exploited, the SOUND and EN- 
VELOPE commands deserve 
special notice, and an ever- 
increasing number of music 
add-ons, such as the MIDI 
explosion, compete for our 
attention and our money. 

Enter Beebug — with 
MUROM and a promise that 
with it, you will be able to 
exploit. the Beeb’s sound 
potential to the full. The 
package itself looks promising 
— an 8K ROM (version 1.20 
under review), a demo cassette 
of music data files, a quick 
summary function card and yet 
another function key strip to 
misplace. 

So, to work! Two minutes 
with’ a screwdriver and the 
ROMs in place, ready to be 
called from within BASIC (note 
that there is a possibility of 
workspace corruption if called 
from another language) with 
one of four possible variations 
of the command SCORE. or 
directly by MUROM. 


The Editor 

Calling MUROM defaults to 
the Music Editor (a cold start) 
with 4K of memory reserved 
above the existing page — this 
allows up to 341 notes per 
channel, but the workspace area 
can be easily altered if you wish. 
The initial screen display 
clearly laid out: four channels, 
note numbers and a selection of 


toggle displays between hori- 
zontal or vertical editing modes, 
playback status and note entry 
details. Virtually every com- 
mand can be entered with either 
a single keypress or combina- 
tion of Shift, Control and 
Keypress. 

The four channels (three 
music and one white sound) can 
be filled with notes using the 
cursor keys and, although rests 
are entered automatically, there 
is no bar entry. A simple colour 
marking of every cighth note 
helps though as bars are usually 
four, cight or 16 beats. Each 
note can be entered by channel 
(0-3), octave (0-5), envelope 
(1-16) and length. The editor's 
ease of use is amazing once the 
basic techniques are grasped. 
The music entry becomes fast 
and accurate — especially with 
copy techniques, transposing 
modes, optional harmonies, 
letter or keyboard entry and so 
fon. Music data can also be 
loaded to and from disc or 
cassette. 


Star Commands 
As well as *SCORE mentioned 
above, there are a variety of star 
commands which can be used 
outside MUROM (as long as the 
ROM is present in the 
machine! 
*PLAY — This obviously plays 
the data you have entered, but 
is interrupt driven so that you 
can hear your masterpiece 
whilst running a program, 
printing or even loading from 
cassette. 
*TEMPO — 15 tempos are 
available and the speed of music 
playback can be changed even 
whilst music is playing! 
*HARM — Not a true har- 
mony, but this does produce 
quite a pleasing effect and is 
especially useful in providing a 
basis for your own more precise 
harmonies. 


*MUTE — Instant stop to any 
music playing. 
*MONO/*COLOUR — The 
Music Editor can be in either 
colour or monochrome, depen- 
ding on your TV/monitor, 


Envelope Editor 

The other main part of the 
utility is a display enabling you 
to define up to 16 envelopes. 
Again, the editing is simple — it 
needs to be! As you'll know, 
the following parameters of the 
Beeb’s envelopes can be de- 
fined: Attack, Decay, Sustain, 
Release, Level and Decay Level, 
with possible value ranges of 0 
to 127. Anything that simplifies 
such a complex system is to be 
welcomed, and when it is as 
clear as MUROM's display, it is 
doubly so. 

MUROM also includes a sel- 
ection of pre-defined envelopes 
(*PIANO, *FLUTE, *DRUM, 
and others which can be used 
both in your own programs and 
within the Music Editor. And, 
to complete. the package, & 
range of instant sound effects 
for game use such as *ZAP 
(spaceship laser) or *TRIM 
(trim phone). 


Getting Technical 

‘The demo tape included in the 
utility shows in 11. selections 
just how effective the Beeb's 
music capability can be, from 
Bach’s ““Anna Magdalena’” to 
Madness’ "My Girl"! My lit- 
mus test for music packages is 
to try and key in Scott Joplin’s 
“The Entertainer” (theme from 
“The Sting’) — usually I 
collapse in despair but 
MUROM. handled it like a 
dream. Its 10 note value and 
five octave range (two octaves 
cither side of middle C) made 
light work of multi-octave 
syncopation. 

In short, this is an excellent 
utility. I recommend it highly, 
but with one small word of 
caution — the more you under- 
stand and can read music, the 
more you'll get out of 
MUROM. Well done, Beebus! 

DR. 


Price: £29.00 
Supplier: Beebugsoft 


Address: PO Box 50, St Albans, 
Herts 
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g finish. The loser 

books in Ram 
rmanently at the 

Badergrotnd hotel 
on Boot Hill. So sit 
down for a 
showdown with 
Stephen Gray's 
game for the BBC 


Play the roles of Buffalo Bi 
and Big Bad Tom in thi 
western shootout game for t 
players, The first gunfighter 
score five hits wins the gi 
and is declared the greate 
gunslinger in the West, 


Boot hill 
By Stephen Gray 
BBC Model B 


For H.C.W. 
Grayface 


20 IFsBu=5 OR|T%=5 GOTO B00 
5:VI 


$4 Min loop #x88 


520 PRINT” CHRS132;TAB(11);"by Stephen Gray” 
530 PRINT’’" Take the role of Buffalo Bill or B 
ig Bad Tom in this Western shootout for twoplayer 
. Shoot your opponent five times to win the gaae 
and be declared the bestgunslinger in the West." 
S40 PRINT? ’CHRS150; "CONTROLS == BILL TOM" 
*>CHRS1315 "UP CAPS LOCK RETURN"? "CHRIS 


1; "DOWN SHIFT LOCK DELETE"’"CHRS131; "FIRE 
z ” 
550 PRINT’ "CHRS133; “Press RETURN to start” 
540 sFx15 


570 ASGET:IF AC>13 GOTO 570 
S80 ENVELOPE 1, 1,0,0,0,1,1,1,120,-2,-2,-2, 120,60 
590 VDU 23,224,0, 60,60, 255,52, 62, 60,60, 23, 225,56 

1124, 126,127, 127, 127, 126, 126, 23, 226, 126, 126, 102, 10 

2,102, 102, 119, 119, 23, 228, 0,0, 63, 248, 240, 0,0, 0, 23,2 

30, 120, 124, 120,0,0,0, 0,0 
400 YDU 23,234, 0, 60, 60,255, 44, 124, 60, 60,23,235,2 

8, 62, 126, 254, 254, 254, 126, 126,23, 256, 126, 126, 102, 10 

2, 102, 102, 238, 238, 25, 238, 0, 0, 252,31, 15, 0,0,0,23,24 

0,0, 0, 30, 62, 30, 0, 0,0, 23, 255, 255, 255, 255, 255, 255, 25 

5,255, 255 
610 VDU 23,241, 15,15, 15, 7,757, 7451425, 242505050, 

0,0, 7, 255, 255, 23, 243, 255, 255, 227, 5,3,3, 1, 1,25, 244, 

24B, 192, 192, 192, 192, 192, 224,224, 23, 245, 7,31, 63,127 

» 127, 255, 255, 255, 23, 246, 224, 248, 252, 254, 254, 255, 25 

5,255 
620 BS=CHRS16+CHRSS+CHRS3+CHRS224+CHRSB+CHRE10+C 

HR$225+CHRSB+CHR® 10+CHR$226+CHRS1 1 +CHRS228:G8=CHRS 

18+CHRS3+CHRS3+CHRS230 
630 TS=CHR$18+CHR®S+CHRS2+CHRS234+CHRSB+CHRE10+4C 

HR8235+CHRS8+CHRS 10+CHRE234+CHRSG+CHREG+CHRE!1+CHR 

$2361 PS=CHRS19+CHRES+CHRS2+CHRS240 
640 C8=CHRS16+CHRSO*+CHRSO+CHRS241 +CHRS242+CHRES+ 

CHRSS+CHRS 1 0+CHRS243+CHRE244+CHREG+CHRSG+CHRS10+CH 

R810+CHRSO+CHRSS+CHRS245+CHRE246 
650 FS=CHRS18+CHRSO+CHRS2+CHRS255+CHRS255+CHRSG+ 

CHRSG+CHRSS+CHRS 1 0+CHRS255+CHRE255+CHRS255+CHRS255 

4+CHRS8+CHRSB+CHRSS+CHRS10+CHRE255+CHRE25S 


660 ENDPROC 

670 DEF PROCSCREEN: DUI, 0, 130,12, 19,3,23034, 17, 
S:PRINTTAB(O,0) 5" BILL Tom" 

680 PRINTTAB(O, 1) 5,B%,1% 

690 GCOLO,3:MOVE 440, 300:MOVE 840,300:PLOT 85,44 
0,600:FLOT 85,840, 600:PLOT 85, 640, 750:GCOLO, 2: MOVE 
400,300: MOVE” 680,300: PLOT @5, 600, 400:PLOT 85,680, 
400:MOVE 500,500:MOVE &00,500:PLOT 85,500,580: PLOT 
85, 600, 580 

700 MOVE 680,500:MOVE 780,500:PLOT 85,680,580: PL 
OT 85, 780, 580: BYZ=512: TY%=512: BF%=02 TF%=01H=0 

710 YDUS:MOVE 100,512:PRINTBS:MOVE 1100,512:PRIN 
TTS: IF B%=0 AND Tz=0 RESTORE 720:FOR G=1 TO 12:REA 
D F,JsSOUND 1,1,F,J:NEXT 

720 DATA 33,2, 21,2,5,4,5,4,5, 2,13, 2, 21,2,25, 2,33 


750 DEF PROCHIT (HZ) 

760 IF Him2 THEN MOVE 100,BY%:PRINTF#:MOVE 100,B 
YurPRINTC$: T%=T%+1 ELSE MOVE 1100, TY%:PRINTFS: MOVE 
1100, TY%:PRINTCS: BZ=BX+1 

770’ RESTORE 780:FOR Ge1 TO 11:READ F,H:SOUND 1, 
+FyHsNEXT 

7B0 DATA 13, 6,13,4,9,2,13, 6,25, 4,21, 2,21, 4, 13,2, 
13, 4,9, 2,13, 

790 FOR A&=1 TO 4000:NEXT:H=11 TF%=0: BF%=01ENDPROC 

800 MODE7:PRINT’sFOR A=1 TO 2:VDUI41,131,136:PRI 
NTTAB(10) "WELL DONE *:NEXT 

810 PRINT’?:FOR A=1 TO 2:VDU141, 129, 136 

820 IF B%=S PRINTTAB(11) "BILL ELSE PRINTTAB( 
1"TOM ote 

830 NEXT 

840 PRINT’ '+FOR A=1 TO 2:vDU13: 
(LD "YOU WIK*ENEXT# PRINT? * ?CHRSL33;" 
TURN to restart” 

850 sFX15 

860 A=GET: IF AC>13 GOTO B60 

870 GOTO 110 


Programs are always supplied on 
cassette and are accompanied by full 
details of the program variables, how 
the program works and any hints on 
conversion you can offer. Please type 
these details double spaced. Listings 
are helpful but not essential. What is 
vital-is that the programs should be 
completely error free, so please 
double check. 

Always use a coupon firmly fixed to 
the back of your envelope, and fully 
complete and enclose the cassette 
inlay card. 

We are particularly interested in 
programs with less than 100 actual 
lines of BASIC. All submissions are 
acknowledged. 


Send your 


Name 


Address. 


Name 


Use this cassette inlay card for your program 


Expansion needed 


Special loading instructions 


| Complete this coupon and stic 


Program submission 


Program title 


programs to 


| Address 
} 


HCW! 
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Machine 


EDUCATIO 


Choosing educational software for use 
in the home is John Henderson's 
subject this week. Read on and you 
will know what to look for in future 


Sometimes the only clue avail- 
able to help parents in choosing 
software for their children to 
learn at home is the label 
educational. There is so much 
to choose from whatever the 
make of computer, yet often 
educational software bears little 
resemblance to what children 
are doing in schools. What 
should parents look for? 

Well, start by thinking of the 
micro itself. How is it changing 
our lives by our involvement 
with it? It is creating changes in 
the way our children learn and 
this is the first clue to choosing 
software. 

Look at the software before 
buying. If it seems to be the 
kind of drill and practice type 
exercise that was abundant in 


our school days, the chances are 
that children will become quick- 
ly bored in the same way that 
we did. Hardly the best way to 
use new technology, which 
naturally motivates children. If 
you find the learning boring, 
children will too — using the 
micro should add a new dimen- 
sion to learning enabling 
children to think more for 
themselves. 

Allow younger children, 
especially, time to explore 
situations’ and extend them- 
selves. Many shops now have 
facilities for previewing soft- 
ware, if not ask if it can be 
returned or exchanged after 
viewing at home (no copying of 
course). 

When choosing a micro, fac- 


tors such as range of colours 
available, sound options, 
peripheral’ ports etc. probably 
figure high on the list. Look 
then to see if software uses 
sound and colour effectively or 
merely to jazz up a poor 
program. Most educational 
programs use few space-invader 
type graphics or sound, but 
there are notable exceptions 
such as NUMBER CHASER 
from ASK. Colour can be parti- 
cularly helpful to draw the 
attention of children to certain 
words on the screen, as can 
letters printed in double-height 
text. Above. all the screen 
display should be clear to help 
children understand what is 
going on. 

Program loading times can be 
important, especially with 
cassette users, Better publishers 
indicate cleariy in their loading 
directions the length of time 
required to load. They also 
supply a duplicate copy of the 
program on the other side of the 
cassette in case of loading diffi- 
culties. This leads us to another 
clue to success — the publishers 
name. 

Most reputable publishers 
want to protect the quality of 
their products and reject work 
that is below their own stan- 
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dards. Look for publishers who 
explain aims behind their pro- 
grams and any add-ons that are 
required. Support materials and 


documentation illustrate the 
thought that has gone into 
developing a program. Spelling 
mistakes in documentation or 
the actual program often occur 
in poor programs. The inclu- 
sion of actual screen illus- 
trations within their booklets is 
a good sign to look for. When 
you find a program that is 
successful at home, look for 
others from the same stable as a 
quick guide to quality. 

Having loaded the software 
the next best thing to do is 
annoy the program. By this I 
mean make deliberate errors to 
see how the program handles 
mistakes. If you are asked to 
input a number, try to input a 
letter. Press W' instead of A, 
answer NO instead of YES, or 
press ESCAPE to see what 
happens and how the program 
reacts. 

‘A good program will always 
have some form of help page 
that the user can refer to and 
will, in some cases, actually 
direct the learning’ pattern. 
Children finding difficulties 
expect more help than a loud 
noise and a. screen message 
showing a tick or a cross. 
Programs bearing a scoring 
system are often poor, em- 
phasising competition in favour 
of education when the two can 
happily assist each other. Good 
drill and . practice programs 
should have variable skill levels 
with lowest numbers for lowest 
skills, a record page to give 
some form of feedback, and a 
help section which shows clearly 
what is happening if children 
are making mistakes. 

Learning to. cope with 
mistakes takes a long time. The 
micro provides an ideal oppor- 
tunity to make learning fun. 
‘The infinite patience of the 
machine coupled with speed 
and range of responses give our 
children opportunities that have 
never before been available. 
Disastrous software can throw 
away all the advantages and 
reduce the micro to an im- 
personal teaching machine. 

Choosing software is often 
related to personal choice, but 
try to make these choices 
informed ones by seeing how 
others react. Educational pro- 
grams for groups of children 
need groups of children to 
prove their value. Inviting 
friends around to play can 


benefit your children (even if 
the noise level rises). The real 
key to choosing successful 
educational software is a dual 
involvement between parents 
and children. 

Let’s look at one suite of pro- 
grams for infant children that 
are effective and enjoyable 
(even adults enjoy these). 
Adventure Playground is a suite 
of two programs based on 
nursery rhymes. 

In Queen of Hearts, the 
screen display is split into two 
clear parts — the top half 
presents the graphics and the 
bottom half the text, which is a 
mixture of upper and lower case 
letters. Children are given clear 
information on which to act. 
They are told which exits are 
available to them using stan- 
dard formats of N, S, E or W. 
YOU CAN SEE’ and YOU 
HAVE help to instil a picture in 
the minds of the children show- 
ing exactly which options are 
open to them. 

Travellers in this magical 
world are allowed to carry only 
two objects at a time. This may 
seem small compared to other 
adventure programs, but is 
ample for younger children to 
cope with. 

Using SWAP, TAKE and 
LEAVE allows plenty of flexi- 

y with only a few words to 
learn to read. In fact, the whole 
aim of the program is to give 
confidence to young children. 
Many of us have dreamt of 
entering Aladdin's Cave, or 
taking the Yellow Brick Road to 
the enchanted wood. In Queen 
of Hearts it all comes alive in a 
meaningful way. As children 
collect and use the spider to 
frighten Miss Muffet, the 
proceed along an imaginative 
path full of intrigue. 

Children particularly enjoy 
the friendly messages contained 
in the program. If travellers 
need to re-trace their steps, 
messages such as THE LAST 
TIME YOU CAME HERE 
YOU DRANK SOME MILK 
appear as reminders before the 
journey continues, all of which 
helps users to become familiar 
with the planned route. 

After battling with wands, 
books, clocks and broomsticks 
to name but a few, the object of 
this adventure is to take the 
tarts to the Queen who lives in 
the castle. If you arrive without 
the tarts, the Queen is quite 
naturally upset. However, your 
problems may still not be over if 
you have the tarts, as the knave 
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is likely to steal them. What is 
worse, the wicked magician has 
jumbled up the route of your 
journey and the exploration 
must begin again. 

What makes this so special 
and one of the best pieces of 
infant software on the market? 
1, The stories have a natural 
appeal to the children as they ae 
based on well-known rhymes. 
2. The number of commands to 
be learnt is small — seven in all, 
This also means less typing. 

3. The superb graphics are 
colourful and relevant to the 
adventure. 

4. Care has been taken to 
disable the escape key. 

$. In the documentation there is 
a clear directive for parents and 
children to use the programs 
together for the first time. This 
enables a realistic discussion of 
the possibilities. Having done 
this, the situations within the 
story are changed by the com- 
puter and the child embarks on 
a journey which, although 
meeting some familiar charac- 
ters, is full of new adventures. 

Crooked Adventure is a set of 
four games based on the poem 
THERE WAS A CROOKED 
MAN and the aim is to get the 
crooked man and his crooked 
cat and the crooked mouse to 
the crooked house. Sounds 
easy, but there are a few 
surprises on the way. 

At the beginning music plays 
and the nursery rhyme_ is 
displayed on the screen. The 
beauty of this program is that it 
can be driven with any one key 
from the keyboard. In reality, 
the ARROW KEYS and 
BREAK pose problems. How- 
ever this is particularly helpful 
for children with limited 
reading/manipulative _ skills. 
Even ESCAPE allows them to 


carry on. 
Game one involves the 
crooked man in search of the 


crooked stile. Movement is by 
choosing one of four ways, and 
extra moves are gained by 
choosing the correct shape to 
complete the puzzle. On the 
way it is advantageous to collect 
as many of the three pairs of 
glasses hidden on the screen as 
possible, so that you can see 
your way to completing the 
trail. 

Game two, the crooked 
pence, involves searching for 
hidden keys by matching the 
colours of pairs of trees. Game 
three is a simple chase game — 
the crooked cat has to catch the 
crooked mouse. Finally in game 


four, all three have to get to the 
crooked house being careful not 
to fall down the traps. 

Only when all three are in the 
house can children try the keys 
they have collected (up to five) 
to see if they can open the door. 
Thus the excitement is mé 
tained to the very end, and very 
little reading skill is'required. 
The real learning medium here 
is the discussion that goes on 
whilst the program is running. 

Value for money does not 
necessarily mean the cheapest 
programs available. There is a 
plentiful supply of expensive 
rubbish_on the educational 
scene. Reviews can be helpful, 
but the most effective strategy is 
to spend a long time looking at 
the software in the shop with 
the children who are going to 
use it, or to ask local teachers 
what is being used in schools. 

Most teachers would be only 
too glad to supply help where 
necessary. Start by working 
through the programs with 
children so at least you are 
aware of some of the situations 
users are likely to meet and can 
talk about the results at the end 
of a computer session. The 
most effective judges are the 
children themselves — software 
that they keep going back to is a 
clear indication of success for 
them as individuals. For a final 
quick checklist, here are some 
golden rules: 

1, Look before you buy. 

2: Is the screen display clear? 

3. Are colours and/or sound 
used effectively? 

4, Is there a Help page always 
accessible? 

5. Do you recognise the name 
of the publisher? 

6. Use the program with your 
children and learn and talk 
with them. 


Useful references: 
A_ Parent’s Guide to 
Educational Software. 
Dr. Bill Tage — 
Telegraph — 1985. 
160 pages of useful advice for 
£5.95. 


Daily 


Pace — An Introduction to 
Educational Home Computing. 
Peter Kelly — Pace — 1984 
Informative and jargon free for 
£1.00. 


Widgit Software 
Crooked Adventure 
Queen of Hearts 
1984 

£6.95 


AMSTRAD CPC464 


BEAT THE 


CLOCK 


There's fun and 
education in 
John Wright's 
Sum-Vaders game 
for Amstrad CPC464 
users 


Aimed at the seven to ten age 
range Sum-Vaders is designed 
to make a game out of 
practising your sums against the 
clock. So get those brains into 
action but don’t forget to keep 
an eye on the time! 


15 REM 
t 1985 a8 
10 GOSUB 2000 
15 GOSUB 2500 
20 GOSUE 1000:Go0suUB 80 
el=1 
30 GOSUB 900:GOSUB 920 
50 GOTO 200 

AFTER 800 GOSUB 16 
CLS #3:f=0:x=0:b8= 

WHILE INKEYs 

O:WHILE ¢ 


SUM-VADERS Copyright John Wrigh 


score=0:1ives=5:lev 


SUB 950:GOSUB 940 


1:PRIN 


=INKEYS: WEN 


IF #=1 THEN iss 
SC (a8): y=LEN(bs) 
3_THEN #=1:GOTO 155 
AND y>O THEN bSSLEFTS (bs, y-1): 


ype THEN f=1:GOTO 155 
127 THEN b$=bs+as 

CLS WS:LOCATE #3,2,1:PRINT #3,bs 
WEND: RETURN 

ETURN 

100, 20, 6: SOUND 3, 1800, 65,6: FOR 
NEXT ETURN 

TO 200 STEF 2:SOUND 1,3%,1 


+52N 


EXT: RETURN 
175 SOUND 2, 


SOUND 2, 70,30, 2:RETURN 


180 LOCATE #2,1,3:PAPER #2,3:PRINT #2,SPACE 
(20) :RETURN 

190 LOCATE #2,1, 
(20) RETURN 
200 WHILE lives>0 AND 1 evel<7 

210 WHILE iny>0 AND lives>o 

220 WHILE laser<i1 AND lives>o 

240 ON level GOSUB 700,710,720, 730,740,750 
250 GOSUB 180:LOCATE #2,5,5:FEN #2, 1:PRINT 
#2,"Try this one" 

260 GOSUB 190:x=INT(LEN (names) /2):LOCATE #2 
s11-x,61PEN #2,2:PRINT #2,names 

270 LOCATE #2,4,9:PEN #2,0:PRINT #2, USING 
"HHH" SCELOCATE #2,8,9:PRINT #2, x8 

280 LOCATE #2,10,9;PRINT #2, USING “@#"sdzL 
OCATE #2,15,9:PRINT #2, "=" 

290 count=0 * 

300 PEN #3,0:GOSUB 100:IF g=0 THEN 330 

310 count=count+1:GOSUB 170:GOSUB 180:LOCAT 
E 2,5,3:PEN #2,1 

320 PRINT #2,"Qut of Time"sFOR j%=1 TO 1500 
NEXT:GOTO 350 

$30 count=count+t 

340 bsINT(VAL (b$)):b=ABS(b):IF bse THEN 400 
350 IF count=2 THEN 360 ELSE GOSUB 180:LOCA 
TE #2,6,3:PEN #2,1 

SS PRINT #2,"Second Try":GOSUB 145:GOTO 30 


:PAPER #2,3:PRINT #2, SPACE 


GOSUE 180:GOSUB 190:LOCATE #2,6,3:PEN # 
RINT #2, "Hard Luck" 
LOCATE #2,2,4:PRINT #2, "CORRECT ANSWER 


O CLE WS:LOCATE 3,2, 1:PRINT Ww, 
1 TO 2500:NEXT: lives=lives-1 
390 GOSUB 940:FOR j%=1 TO 2000:NEXT:GOTO 41 
° 

400 GOSUB 175:IF count=1 THEN score=score+! 
0 ELSE score=score+S 

405 GOSUB 920:GOSUEB 930:FOR 5 
xT 

410°CLS W2:CLS #3:WEND 

420 IF lives=0 THEN 570 

420 BORDER 6,24:FOR j%=1 TO 6:SOUND 1,90,10 
+5:SOUND 1,110, 10,5:NEXT 

440 LOCATE #2,3,6:PEN #2, 1:PRINT #2, "PRESS 
SPACE BAR" 

450 IF inv>1 THEN fire=8 ELSE fire=4 

460 WHILE INKEY(47)=-1:WEND:SOUND 3,150, 10, 
7,0,0,10 

470 FOR j%=13 TO fire STEP -1:LOCATE #1,gun 
%tPEN W1,2:PRINT #1, CHRS(145) 

480 FOR i=i TO 7S:NEXT:LOCATE #1, gun, 3Z:PAP 
ER W1,0:PRINT #1," ":NEXT:BORDER 1 

490 FOR $%=2000 TO 200 STEP -25:SOUND 5,RND 


FOR j%= 


TO 2000:NE 


5%, 2, 5%/200, 0,0, 5%/1002NEXT 
S00’ LOCATE #1,gun-1,fire-2:PAPER #1,0:PRINT 
#1," ":LOCATE #1, gun-1,fire-1 


510 PRINT #1," 
1,0:PRINT #1," " 
520 inv=inv-111F inv=0 THEN SSO 

S30 IF inv=l THEN gun=S 

540 IF inve2 THEN gun=7 

S50 GOSUB 870: score=score+10:GOSUB 920: lase 
F=1:LOCATE #0, 1,3:PAPER #0,4 

540 PRINT #0,SPACES(11):GOSUB 930 

570 CLS #2:WEND 

580 IF lives=0 THEN 610 

590 level=level+i:IF level=7 THEN 410 

600 GOSUB 900:CLS #1:GOSUB 800 

610 WEND 

620 GOTO 4000 

700 c=INT(RND(1)#15)+1:dsINT(RND (1) #15) +122 
$=CHR$ (159) : RETURN 

NT (RND (1) #15) +102 d=INT(RND (1) 8c) +1: 
S=CHR$ (154) : RETURN 

NT (RND (1) £120) +13 d=INT(RND (1) #50) +1: 
$=CHRS (159) : RETURN 


“LOCATE #1,gun,14:PAPER # 
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730 c=INT(RND (1) 460) +402 d=INT(RND(1) 8c) +17€ 
=CHR$ (154) : RETURN 

INT (RND (1) $12) +12d=INT(RND (1) 412) +170 
=c¥d: X$=CHRS (205) : RETURN 

750 G=INT(RND(1) #12) +1: e=INT(RND(2) #12) +126 
=d¥e:x$=CHR$ (172) : RETURN 
B00 LOCATE #1,4,2:P5N #1,1 
04) +CHRS (224) +CHRS (205) 
B10 LOCATE #1,4,5:FEN #1,9:PRINT #1,CHRS(22 
1) +CHRS (207) +CHRS (220) 

820 LOCATE #1,2,4:PEN #1,12:PRINT #1, CHRS(2 
04) +CHRS (224) +CHRS (205) 

830 LOCATE #1,2,7:FEN #1, 10:PRINT 1, CHRS(2 
21) +CHRS (207) +CHRS (220) 

B40 LOCATE #1,6,6:PEN #1,12:PRINT #1,CHRS(2 
) +CHR (224) +CHRS (205) 
B50 LOCATE #1,6,7:FEN 1,1 
21) +CHRS (207) +CHRS (220) 
840 gun=S:inv=s:laser=1 
870 LOCATE W1,gun.14:PEN W1,2:PRENT W1,CHRS 
(239) sRETURN 

900 LOCATE 1,14:PAPER 4:PRINT SPACES(10):LO 
CATE 1,14 

910 PAPER O:PEN 2:PRINT rank$ (level) :RETURN 
920 LOCATE #0,7,6:PEN O:PAPER 4:PRINT score 
RETURN 

930 LOCATE #0,laser,3:PEN 2:PAPER 4:PRINT p 
ower $:laser=laser+2:RETURN 

940 LOCATE #0,7,9:FEN O:PAPER 4:PRINT lives 
RETURN 

1000 MODE 0:BORDER 1:CLS:RANDOMIZE TIME 
1010 INK 0,O8INK 1,2:INK 2,6:INK 3,132INK 4 


PRINT #1,CHRS(2 


RINT #1, CHR (2 


1020 INK 9,6,24:INK 10,24,6:INK 11, 18,22 INK 
12,2, 18 

1030 WINDOW #0,1,11,1,14:WINDOW #1,12,20,1, 
14:WINDOW #3, 14,20, 23,23 

1040 PAPER #0,4:CLS WO:PAPER #1,0:CLS #1 
1050 WINDOW #2, 1,20, 15,25:PAPER W2,3:CLS #2 
1060 PAPER #3,3:CLS' #3) 

1070 LOCATE #0,1,1:PEN 2:PAPER O:PRINT #0," 

LASER POWER" 

1080 PEN O:PAPER 4:LOCATE #0,1,6:PRINT #0," 

SCORE=" 

1090 LOCATE #0,1,9:PRINT #0, "LIVES: 
#0, 1,12: PRINT #0, "RANKING' 
1100 LOCATE #0,1,12:FRINT #0, "RANKING": RETU 

RN 

2000 DIM rank$(6):SPEED INK 50,20:RESTORE 2 

030 

2010 FOR j=1 TO 4:READ a$:rank$(j)=a$:NEXT 

2030 DATA Cadet,Corporal, Sergeant, Captain, 

ajor, General 

2040 power $=CHRS (154) +CHRS (154) +CHRS (243) 2b 

t$="":high=0:RETURN 

2500 MODE 1:CALL &BCO2:CALL %BB4E 

2510 BORDER d:INK 0,0: INK 1,0:INK 2,2:INK 3 
+24:GOSUB 3000 

2520 FOR i%=2 TO 24 STEP 2:SOUND 3,1%#10,20 
+5:SOUND 3,i%820, 10,5 

2530 INK 2,26-i%:INK 3,i%:FOR j%=1 TO SOO:N 

EXT 5%:NEXT 1% 

2540 SOUND 3,600,60,5:WINDOW #3, 12,29, 20,20 

PAPER #3,0:CLS #3 

2550 LOCATE #0,9,15:PEN S:PRINT “Please typ 

@ in your name 

2560 type=15:PEN #5,2:GOSUB 105 

2565 IF LEN(b$)=0 THEN GOSUB 165:GOTO 2560 

2570 IF y<type THEN GOTO 2600 

2580 CLS #3:GOSUB 165:LOCATE #5,3,1:PRINT # 

3,"Shorter ple. 

2590 FOR 5%=1 TO 2000:NEXT 3%:GOTO 2560 

2600 x=0:x=INSTR(bS," ") 

2610 IF x=0 THEN names=b$:GOTO 2630 

2620 name$=LEFTS(b$,x) 

2630 LOCATE #0,8,15:PRINT SPACES(26):CLS #3 
rbS="0K , "+name$:x=INT(LEN(bS) /2) 

2640 LOCATE #0,21-x,18:PEN 3:PRINT b$:SPEED 


"sLOCATE 


INK 30,30 

2650 INK 1,0,6:LOCATE #0, 1c 
"Press SPACE BAR to play 
2660 WHILE INKEY (47) =-1:WEND:RETURN 

3000 PEN 1:LOCATE 1,25:PRINT “SUM-VADERS 
3010 FOR i%=0 TO 160 STEP 2 

3020 FOR j%=0 TO 16 STEP 2 

3030 IF TEST(i%, 5%) THEN PLOT 165+1%82, 355+ 
3442 PLOT 16743282 


:PEN 


PRINT 


355+ IuKZIPLOT 167+ 482, 35745482 

3040 NEXT $%:NEXT i RINT SPAC 
Es(i8) 

3050 PEN 1:LOCATE 1,25:PRINT “BY JOHN WRIGH 
7" 

3060 FOR i%=0 TO 224 STEP 2 

3070 FOR j%=0 TO 16 STEP 2 


3080 IF TEST(i 


%) THEN PLOT 100+i%82, 300+ 
LOT 100+1%82, 302+5%82:PLOT 102+1%82 
}300+5%#2:PLOT 10241 %82, 302+5%82 

3090 NEXT 3%:NEXT i%:LOCATE 1,2! 
£$(24):PEN 2:RETURN 

4000 MODE 1:CALL 4BCO2:CALL BBB4E:h=0 
4010 INK 0,1: INK 1,6:INK 2,11: INK 
4020 PAPER O:CLS:BORDER 14 
4030 IF score<high THEN 4100 
4040 high = score:best$=names:h: 
TO 3:GOSUB 175:NEXT 

4050 LOCATE 12,8:PEN 1:PRINT “A NEW HIGH SC 
ORE" 

4060 LOCATE 18,12:PEN 
6,16:PRINT "scored by” 
4070 LOCATE 20-INT(LEN (bests) /2) 
RINT best$:FOR j%=1 TO 8000:NEXT 


RINT SPAC 


FOR 3%=1 


PRINT high:LOCATE 1 


PEN 2:P 


4100 CLS:IF level <7 THEN 4200 


4110 FOR 00 TO 4 STEP-1:SQUND 2, 4%, 
NEXT 
4120 done "“+names 


4130 21-INT 
$:LOCATE 7,10 
4140 PRINT "You have reached the rank of" 

OCATE 15,15:PEN 1 

4150 PRINT "Air Marshall": 
3:PRINT "Press any Key 
4160 WHILE INKEYS<>"":WEND: IF 
CLS: IF h=2 THEN 4300 
SUB 170:LOCATE 20- 


N(x) /2),5:PEN 


OCATE 14,22:PEN 


THEN 4300 


NT (LEN (names) /2), 


INT "Scored ":score 
1:PRINT "The be 


LOCATE 20-INT(LEN(b 
best$:FOR j%= 
CLS:SOUND 3,500,50, 


st$)/2), 
0: NEXT 
OCATE 


tPEN 13F 


PRINT "Do you want to play 
WHILE INKEYS<¢>"": WEND 
INKEY$: WEND 
IF UPPERS(a$)="N" THEN CALL £0 
IF_UPPER$(a$)="¥" THEN 4360 
PEN 1:PRINT Same p 
EM +8 spaces 
E INKEYS¢>"":WEND:a$=""2WHILE a= 


INKEY$: WEND 
IF UPPERS(a$)="N" THEN 15 
IF UPPERS (a$)="Y" THEN 20 
4400 GOTO 


For help with Reading and Writing 
“01-405 4017 


Since 1975, 350,000 
adults have been helped 


toread and write better. 
If you want help look for 


this sign. 
For further information 


Adult Literacy & Basic Skills Unit 
PO Box 213 London WCIV 7ET 
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In this first part of a new series for 
C64 owners, Andrew Clarke explains 
what sprites are, how to put them on 

screen and which memory locations 

control them 


prite graphics on the 

Commodore 64 are diffi- 

cult to understand and 
use but are childs play when you 
have the necessary knowledge 
to get them on screen and 
moving about. 

They have several advantages 
over UDGs in that they are 
fairly easily defined, quite 
simple to move and animate, 
and are far more ‘mobile’ in 
that you do not have to go 
through the continuous routine 
of moving and rubbing out the 


placed on the screen which may 
defined as you wish and 
moved at will — rather similar 
to the technique used by 
cartoon makers, 

Firstly lets get through all the 
barriers and get a sprite on the 
screen. Type ‘V =$3248" and 
Press RETURN then type 
*‘POKEV+21,1’ and press 
RETURN once again. You have 
now given the variable V the 
value of the location of the first 
register of the 64’s graphics chip 
— the VIC chip. The second 
instruction simply tells the 
computer to switch on sprite 
number 0 — remember they are 
numbered 0 to 7! 

Although you have switched 
on the sprite nothing should 
appear on screen yet, simply 
because you have not position- 
ed it. Type ‘POKEV,150" and 
press RETURN then type 
*POKEV + 1,150" and press 
RETURN. 

You should now have some- 
thing on screen. It will not look 
too exciting because you" are 
looking at an undefined sprite 
— that is, you have not yet 
altered it to your needs. If you 
have nothing on screen try 
typing these additional 
instructions — ‘POKEV +39,1" 
and ‘POKE2040,199". Then 
you ought to have something to 
see. 

The latter two instructions 
turn the sprite colour to white 


and tell the sprite to get its data 
from block number 199. These 
are used in case your sprite 
registers are set differently — 
for example, the sprite may 
have been blue (the same colour 
as the screen) and therefore 
invisible, or the sprite pointer 
may have been pointing at a 
sprite block where no data of 
any description was present! 
For the moment let us discuss 
“POKEV, 150" and ‘POKEV + 
1,150". The first deals with 
sprite zero’s X position — if the 
screen was given an axis 


horizontally then it would be 


called the X axis. A vertical axis 
would be the Y axis and this is 
programmed by 
instruction. 


the second 


If you have experience with 
graphs then imagine the screen 
as a piece of graph paper with 
the zeroes of both the axes in 
the top left corner. The figures 
after the comma relate to the 
position on the screen. For 
experimentation purposes type 
those instructions again but this 
time use different figures (from 
0 to 255) and you will see the 
sprite appear in various loca- 
tions, It is possible that it won't 
be on screen because the ‘sprite 
screen’ is bigger than actual 
screen which you can view! 

This screen is shown in Figure 
1. You'll see that the X position 


Sprite 6's pointer 
Sprite 7's pointer 


Sprite 0's X position 
vel 53249 Sprite 0's Y position 
V42 53250 Sprite 1's X position 
V+3 $3251 Sprite 1's ¥ position 
Ved ‘$3252 Sprite 2's X position 
Ves $3253 Sprite 2's ¥ position 
V+6 $3254 Sprite 3's X position 
V+7 $3255 Sprite 3's Y position 
V+8 53256 Sprite 4's X position 
V+9 $3257 __ Sprite 4's Y position 
V+10 $3258 Sprite 5's X position 
Vell 53259 Sprite position 
V+i2 53260 Sprite 6's X position 
V3 53261 Sprite 6's Y position 
Ves 53262 Sprite 7's X position 
Veils $3263 Sprite 7's Y position 
V+il6 53264 Far X position for all sprites 
V +17 to V+20 — not relevant 
MF en — ‘Turn on sprites 
+ 53271 Expand sprite vertically 
V+27 53275 Sprite to id priority 
V+28 53276 ‘Switch on multi-colour sprites 
V+29 53277 Expand sprite horizont 
V3 $3279 Colson register eprite to tackgrd 
+ lision (sprite to bac! ) 
V+32 53280 Border colour of screen 
V+33 $3281 Background colour of screen 
V+37 $3285 Mutti-colour 1 
V+38 $3286, Multi-colour 2 
V+39 $3287 ‘Sprite 0's colour 
v+40 53288 ‘Sprite 1's colour 
V+4i 53289 ‘Sprite 2's colour 
V442 53290 Sprite 3's colour 
V+43 $3291 ‘Sprite 4's colour 
Vee 53292 ‘Sprite 5's colour 
V+45 53293 Sprite 6's colour Figure 2 
V+46 53294 Sprite 7's colour 


only extends part of the way 
across the screen. Do not 
worry! This is easily overcome. 
Just POKEV +16 with any one 
of the following values: 

1 — Sprite Zero 

2 — Sprite One 

4 — Sprite Two 

8 — Sprite Three 

16 — Sprite Four 

32 — Sprite Five 

64 — Sprite Six 

128 — Sprite Seven 

This will switch the approp- 
riate sprite onto the far X 
position. To switch more than 
one sprite add up the values and 
POKE that in, For example for 
Sprites One, ‘Three and Four 
the value is 26 —2 + 8 + 16 = 
16. You will find that this 
method is used in most of the 
registers needed to control 
sprites — multi colour, expan- 
sion etc. — so it is worth 
remembering. 

To switch back to the near X 
position simply omit the value 
from the total and rePOKE the 
far X register. You can POKE 
the X position register with 0 to 
255 but only values of 0 to 80 
will allow the sprite to be 
visible. 

1 suppose before we go much 
further it would be interesting 
to have something good to look 
at, Therefore the following 
short program will define a 
sprite. You can have some fun 
with the sprite pointer register 
at 2040. Poke it with any value 
from 0 to 255. You'll notice 
that lower values will flicker at 
times — block 2 is generally of 
this variety. 

What you are looking at is 
the 64's operating system — the 
living part of the 64 if you like. 
Higher in memory is the charac- 
ter set and then your own 
program space. Generally it is 
best to store sprite data after 
block 199 — on larger programs 
use higher locations or switch 
blocks altogether. The Pro- 
grammer’s Reference Guide will 
be of great help at this stage. 

After running this program 
you will have a Droid sprite on 
sereen, coloured white. If it 
isn’t white then type ‘POKEV 
+39,1’. This simply tells the 
VIC ‘chip to colour sprite zero 
white. To change the colour 
POKE that location with one of 
the other figures below: 

— Black 


— White 
2—Red 
3 — Cyan 
4— Purple 
— Green’ 


X positions run from 0 to 255. 


Far right X positions run from 0 to 285. 
‘Only 0 to 91 on viewing area, 


i 


Y positions run from 0 to 255. 


Not affected by the POKEV#16 instruction at all, 


Figure 1. This shows the area in which a sprite can be positioned, 
‘which are both viewable on-screen and those which are not 


Darker area represents 
‘the area which can be seen, 

‘The ‘border’ isthe actual 

‘area in which a sprite can move, 


6 — Blue 

7 — Yellow 

8 — Orange 

9 — Brown 

10 — Light Red 
11 — Gray 1 

12 — Gray 2 

13 — Light Green 
14 — Light Blue 


15 — Gray 3 

You will probably notice that 
some colours do not come out 
too well on the blue back- 
ground. Changing the back- 
ground colour generally helps 
but surprise surprise no colour 
will show up on a screen of an 
identical colour. If you try to 
POKE sprite zero blue it will 
vanish — but it is still there. 
If you run the cursor past the 
sprite position you'll see that it 
hasn’t moved, it has just been 


Sprite Definition Program 


camouflaged with the back- 
ground. 

You'll probably wonder what 
happens if you POKEV+39 
with a higher value (16 to 255). 
Don’t expect unlimited colours 
though the same sixteen are 
simply repeated. As with most 
of the locations given here 

g over 255 will result in 
legal quantity error’’. 

‘As you have probably realis- 
ed by now getting a sprite 
actually on screen is easy. You 
just_need to remember your 
V+2Is and the V+39s. It may 
seem a little difficult at first but 
if you resolve to have at least 
half an hour each night at the 
keyboard they'll become second 
nature. 

Of course, location V +21 is 
actually value 53269 and V+1 
should be $3249 but which do 
you think you can remember 


most easily? 1 know which one I 
prefer and I think whoever 
wrote the CBM 64 Program- 
mer’s Reference Guide agrees 
with me. This is obviously one 
standard but I'd recommend 
using it as your own as it makes 
other people’s programs far 
easier to understand. 

Fig. 2 is a complete list 
of sprite commands using the 
variable V as the starter 
location. Included are the 
numerical equivalents purely 
for a reference basis. So far I 
have used sprite zero, but using 
the information in the chart you 
can try to get the other sprites 
on screen too. 

As a piece of homework I'd 
like you in particular to get 
sprites 1, 2 and $ on screen. 
Colour them all yellow and 
make them all access sprite 
block 199. Solution next time. 


@ REM #*###* PROGRAM ONE *x+%*# 


1 REM ***x** SPRITE DEFINITION 

2 REM *#*#%* PROGRAM peerery 

1@ FORT=@T062: READA 

20 POKE199%64+T , A: NEXT 

3@ POKE2040,199 

99 REM ** DATA FOR DROID CHARACTER ** 
100 DATAG,@,0,0,0,0,1 

118 DATA255S,0,3,255,128,228,16 

120 DATA71,164,146,69,164, 16,69 

13 DATA135,255,193,131,255,129,190 
149 DATA16, 253,252, 16,127,184,56 
152 DATAG1,169,0,5,150,2,5 

169 DATA19@,@,253,130,0,129,175 

17 DATA199, 245,232, 68,235,233, 68 
189 DATAS6,62,254,124,1,255,0 
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C64 GAME 


WALLY THE 
WUNDA-WORM 
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Propel Wally the 
Wunda-worm 
through the maze 
in search of his 


fattening quay) in 
this game for the 


C64 by Simon Eyre 


ali 
Unlike nfOst-Wornisiwhio favour’ 
a diet of soil, Wally has cultiva- 
a taste fOr buns ‘gnd\if\he 
can’t congurg@ ten\he Wort be 
able to progress to, the next level 
of this fobr serecn\ gamewhere 
ten more \bans \await the 
voracious arthropod. Toad- 
stools which litter his path are 
deadly and should be wriggled 
around 
This worm will tum if you 
press Q to go up, A to go down, 
O to left and P to go right. 


Variables 


WM position of worm 
CL poke of colour 
SR sustain, release 
AD attack decay 
WA waveform 
VO volume 

HI hi-frequency 
LO low-frequency 
LE no of level 

LY no of level 

KE key check 


HoW it works 


10-50 _jplitialise variables 
60-128 set screen according 
130540 enesk for k 
for key press 
1806220 cheek for collision 
-299tyove Wally 
S00-S80Sdeduct one life 
800-840 ~add.one bun totally” 
$50-940moveup’a level 
1000-1920-_set up level one» 
1030-2010 set up level 4womt, 
set up level 
2050-3040 “set-up level 
3020-3110mend"game/restart 
4000-5000 “prinittoadstools 
and buns 
5010-5100 set up UDG's 
5200-5310 instructions“ ~ 


6000-6060 data for UDG’s 


A000 PRINT” CHOME]CDOWNICDOWNICDOWNICDOWNIC DOWNICDOWNICDOWNICBLUEI” 


10 POKES3260, 2: POKES3281, 15: PRINT”CCLEAR]” 

20 GOSUB 5010 

30 GOSUB S200 

40 VO-S4296 : WA=S4276 : AD=S4277 : SR-S4278: WN=1964: CL=S4272: PO=39:LU=-25 
50 HI=54273:LO=S4272:SC=0 LE=1:DI=1 

6O PRINT”CCLEARICc 73BUNS ;"CRUSONICRED] WALLY THE WUNDA WORM CRUSOFFICc 7 
SULIFE: @3uy 

70 FORI=1064T01103: POKEI , 196: POKEI+CL,2:NEXT 

80 FORI=1103TO2023STEPYO: POKE! , 160: POKEI+CL,2:NEXT 

90 FORI=2023TO1984STEP-1 : POKEI , 160: POKEI+CL,2:NEXT 

100 FORI=1964TO1063STEP-40: POKE! , 160: POKEI+CL,2:NEXT 

110 ONLEGOTO1000, 1030, 2020, 2080 

120 IFLE=5GOTOSO0O 

125 GOTO4YOOO 

130 KE=PEEK(197): IFKE*64THEN180 

140 IFKE=62THENDI=-40:PO=36 

150 IFKE=10THENDI=40: PO=37 

160 IFKE*38THENDI=~1:PO=38 

170 IFKE=41THENDI=1:PO=39 

180 WM=WM+DI: IFPEEKCWM)=32@THENGOTO230 

190 IFPEEK(WM)=1600RPEEK (WM) =20SORPEEK(wm)=215THENGOTOSOO 

200 IFPEEKCWM)=410RPEEK(WM)=3SORPEEK(WM)=196THENGOTOSOO 

210 IFPEEKCWM)=4OTHENGOTOSOO 

220 IFPEEKCWM)=41THENGOTOSOO 

230 POKEWM, PO: POKEWr+CL,6 

240 POKEUO, 10: POKEAD, 8: POKESR, 25S: POKEWA, 33 

250 POKEHI,43:FORI=1T01S:NEXTI: POKESR,O:POKEWA,O 

260 POKEAD,O:POKEHI,O 

270 K=RND(1) 

280 IFK> .2THENPOKEWM, 41:GOTO130 

280 POKEWM, 32:GOTO130 

500 FORI=1S5TOOSTEP-2: POKES3280, I : POKEVO, I: POKEAD, 8: POKESR, 25S 

510 POKEWA, 129: POKEHI , 38: FORT=1TO100: NEXTT : POKEWA, O: POKEAD, 0: POKESR,O 
S20 POKEHL,O:NEXTI 

S30 PRINT” CHONEJCDOWN3CDOWNIC DOWN3C DOWN C DOWN3C DOWNICDOWNIC DOWNICDOWNICDOWNIC DOW 
NIC DOWNACRUSONICREDI WALLY WORM HAS LOST A LIFE o 

535 FORR@1103 

S40 _FORI<10QT0120STEP2: POKEVO, 15: POKEAD, 20: POKESR, 30 

SSOSPOKEWA\ 7: POKEHI , 1: POKELO, 200: FORT=1TO10: NEXTT: SC=0: POKES3280, 2 
POKEHI , 0: POKEAD, 0: POKESR , 0: NEXT : NEXTR: POKEVO,O 
IFLI=OTHENGOTO3020 


CSC+1: IFSC=10THENGOTOBSO 
PRINT"CHOMEJCc 72BUNS:”;SC;"CRUSONJCRED] WALLY THE WUNDA WORM CRUSOFFIJCc 7 
LIFE: ";LI 

840 POKEWN,32:GOTO130 

850 FORT=1TO% 

860 POKEVO, 15: POKESR, 255: POKEAD, 6: POKEWA, 33 

870 POKEHI ,57:FORI=1TOSO:NEXTI 

10 POKESR, 0: POKEWA,O: POKEHI , 0: POKEAD,O 

POKESR, 255: POKEAD, 126: POKEWA, 33: POKEHI , 38 

900 “FORI=1TOSO: NEXT1 : POKEWA, 0: POKEHI ,O: POKEAD, 0: POKESR,O 


RIC DOWNICDOWNIC DOWNICDOWNIC DOWNICDOWNIC DOWNIC DOWN C DOWNICDOWNICRU 
WALLY IS ON THE NEXT LEVEL*#* 


REM ®LEVEL ONE® 


1010 FORI=1T010: PRINT”CRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICR 
IGHTICRIGHTICRIGHTICRUSONICREDICs Gifs Wifs QiCs Gils Wits Gits Gifs Wits O1Cs 0 
Ifs WiCs GICs GICs Wits GICs GICs w1”:NEXT 

1020 GOTO120 

1029 REM *LEVEL Two* 
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1030 FORI=1274TO1SSY¥STEPYO: POKE! , 160: POKEI+CL,4:POKEI+4, 160: POKEI+CL+4,4 
1040 NEXT: FORI=1361T01S61STEPYO: POKE! , 160: POKEI+6, 160: POKEI+12, 160 

1050 POKEI+CL, 4: POKEI+CL+6,4:POKEI+CL+12,4:NEXTI 

1060 FORI=1321101324 : POKEI , 160: POKEI+C40°7), 160: POKEI+CL, 4 

1070 POKEI+CL+C40°7) ,4:NEXTI 

1080 FORI=1608T01612: POKEI , 160: POKEI+CL,4:NEXTI : FORI~1610101610-(40*3)STEP-40, 
1080 POKEI, 160: POKEI+CL,4:NEXT 

2000 FORI=1434101437: POKEI , 160:POKEI+CL,‘:NEXTI 

2010 GoTO120 

2020 FORI=1188T0119S: POKE! , 160: POKEI+40, 160: POKEI+80, 160: POKEI+120, 160 

2030 POKEI+360, 160: POKEI+400, 160: POKEI+440, 160: POKEI+480, 160 

2040 POKEI+CL,@:POKEI+CL+40,8:POKEI+CL+80,8:POKEI+CL+120,8 

2050 POKEI+CL+360, 6: POKEI+CL+400, 6: POKEI+CL+440, 8: POKEI+CL+460,8 

2060 NEXT: PRINT"CDOWN3”: FORI=11017: PRINT "CPURPLEJCRIGHTICRIGHTICRIGHTICRIGHTICRI 
GHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHT 
ICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRUSONICS QICs WICs OICs WICs OCs Ww) 
Cs Q2Cs WICs Gits wi” 

2070 NEXT: GOTO120 

2080 PRINT"CHOME3CDOWNICDOWNICDOWNC DOWNIE BLACK”: FORI=1T03: FORT=1T03 

2080 PRINT”CRIGHTICRIGHTICRIGHTICRUSONICs GICs GICs GICs QICRIGHTICRIGHTICRIGHTI 
Cs WICs WICs WICs WICRIGHTICRIGHTICRIGHTICs Q}Cs OCs OICs OICRIGHTICRIGHTICRIGH 
TICs WICs WICs WICs WICRIGHTICRIGHTICRIGHTICs Q]Cs Q3Cs GICs a)” 

3000 NEXTT: PRINT"CDOWNIC DOWN)”: NEXTI 

3010 GOTO120 

3020 PRINT”CCLEARICDOWNICDOWNICDOWNIC RUSONIC RED? 
F seeeee 

3030 PRINT"CDOWNICDOWNICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICBLUEJBUT DO NOT FEAR 
HOORAY HOORAY ” 

3O4O PRINT”CDOWNICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTITHE WONDA OF WALLY HAS BROUG 
ur" 

3050 PRINT"CDOWNICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTIHIN BACK TO LIFE | WHOOPEE 


WALLY IS DEAD,SO SAD SNIF 


30GO PRINT"CDOWNICDOWNICRIGHTICRIGHTICRIGHTICRIGHTILOOK ! LOOK YONDER 1.£ BELO 
ue 

3070 FORI=1T0S00: NEXT: FORI=1704101743: POKE! , 39: POKEI*CL,2 

3080 FORT=1T020: NEXT: POKEI ,41:NEXTI 

3080 PRINT"CDOWNICDOWNICDOWNIC DOWNIE RUSONI PRESS ANY KEY TO PLAY AGAIN 


3100 POKE198,0:WAIT198, 1: POKE198,0 
3110 GOTO4O 

4000 FORK=1T01S 

4010 T=INTCRNDC1)*800)+1:T=T+1064 

4020 IFPEEK(T)<>32THENGOTO4010 

4030 POKET, 40: POKET+CL, 10:NEXTK 

4040 FORK=1TOLU 

4050 T=INTCRND(1)*800)+1:T=T+1064 

4060 IFPEEKCT)<>32THENGOTO40SO 

4070 POKET, 35: POKET+CL,O:NEXTK 

4080 GOTO130 

§000 LU=LU+20:LE=1:GOTO130 

S010 PRINT”CCLEARICBLACKIPLEASE WAIT FOR WALLYS UDG TO BE MADE” 

5014 PRINT”CDOWNICDOWNICREDIWRITTEN BY SIMON EYRE 1985 5 JANUARY” 

S020 POKES6334, PEEK(S6334AND2S4 : POKE1, PEEK(1AND2S1 

5030 FORL=0TO1720: POKEL+12268, PEEK(L+S3246) : NEXT 

S080 POKE1, PEEK(1)OR4: POKES6334, PEEK(S6334)0R1 

5100 FORC=OTO6: FORB~OT07: READN: POKE12568+(8°C)+B,N:NEXTB,C 

5110 POKES3272,29: RETURN 

S200 PRINT”CCLEARICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRUSON 
JCBLUE] WALLY THE WONDA WORN * 

S210 PRINT”CDOWNICDOWNICRIGHTICREDIGUIDE WALLY AROUND THE SCREEN EATING” 

S220 PRINT”CDOWNICRIGHTITHE BUNS BUT AUOIDING ALL OTHER, OBJECTS” 

5230 PRINI”CRIGHTICOLLECT 10 BUNS TO ENTER NEXT LEVEL” 

S240 PRINT”CDOWNICDOWNICDOWNICBLACKICRIGHTICRIGHTISTARRING : 
S250 PRINI"CDOWNICRIGHTJ£ AS TOMY TOADSTOOL” 

S260 PRINT”CDOWNICRIGHT]C AS BERTIE BUN” 

$270 PRINI”CDOWNICRIGHTI) AS WALLYS TAIL” 

S280 PRINT"CDOWNICRIGHTIO-A-O-P AS THE CONTROLS” 

S290 PRINT"CDOWNICRIGHTICRUSONJWALLY THE WONDA WORM BY SIMON EYRE 1985” 
5291 PRINT”CRIGHTICRIGHTICRIGHTICRIGHTIPRESS ANY KEY TO PLAY WONDA WALLY” 
$300 POKE198,0:WAIT198, 1: POKE198,0 

5310 RETURN 

6000 DATAGO, 126,255, 255,60,60,60,60 

6010 DATA24, 60, 126,219,219, 255,219,153 

6020 DATAIS3, 219,255,219, 219,129, 60,24 

6030 DATAS, 15, 63,231,231, 127,63,0 

GO4O DATAIS2, 248, 254,243, 243,254, 252,0 

60SO DATAZB, 102,251,129, 129,255, 126,60 
. 6060 DATASG, 124,238,195, 195,238,124,56 
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See Micronet 800i in action! 
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See Micronet at John Lewis, Laskys and main Boots branches 
Phone 01-278 3143 for your free information pack now! 
Micronet 800. 8 Herbal! Hill, London EC1 


Programming in BASIC 
When you have been involved 
in computing for several years 
you tend to forget what it was 
like to be a raw beginner. 
Browsing through “Program- 
ming in BASIC” brought back 
memories of those restless 
nights spent contemplating such 
earth shattering questions as 
“What is the difference be- 
tween numeric and string 
variables” — we've all been 
through it, 

The book begins at the most 
elementary level possible, the 
first program that I encounter- 
ed was 10 PRINT “END OF 
CHAPTER ONE” 20 END. As 
the book is obviously aimed at 
the absolute beginner, I was 
puzzled by the next sentence 
which told the user to save the 
program to disc. How many 
absolute beginners have access 
toa disc drive? Normally by the 
time you have saved up for your 
disc system you have progressed 
far beyond the bounds of this 
text. 

The dialect of BASIC used in 
the book is APPLE BASIC. 
Fortunately this is a fairly 
standard form of the language 
So conversion of the programs 
to run on your micro should 
pose few problems. 

At the beginning of the book 
the authors emphasise that the 
main aim of the book is not to 
teach the user to write lines of 
code. They hope to introduce 
the user to the concepts of 
program specification, design, 
and finally, implementation. 
These skills’ are not language 
specific and should therefore 
remain useful no matter in 
which language, or languages 
you eventually specialise. 

The book certainly covered 
all of the areas that it set out to, 
but I found the layout to be 
rather cluttered and some of the 


explanatory diagrams rather 
confusing. SR. 
Price: £4.95 


Publisher: John Wiley and Sons 


Author: John Cookson and 
lain Richmond, 


a by 
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Good BASIC 
Programming with the 
BBC Microcomputer 
The majority of home computer 
users in the country are self- 
taught, they have been through 
the routine of late nights and 
well-thumbed manuals and 
emerged at the other end quite 
capable of writing computer 
programs which work. It wasn’t 
until I joined a local computer 
club that I was introduced to 
the pleasures of good program- 
ming. With the release of 


Margaret White’s new book it is 
possible for newcomers to com- 
puting to develop good habits 
from the beginning, or old 
hands to see what they have 
been missing. 

The book tackles program- 


your 
. what you want it 
to do) you are lead into the area 
of program design. This is dealt 
with using both flow charts and 
a generalised form of coding, 
both of which are used to 
describe the same program. 
This generalised coding con- 
tains structures that are found 
in several high level languages 
e.g. IF ELSEIF ENDIF, CASE 
ENDCASE, LOOP 'END- 
LOOP. As these are not 
implemented on the BBC I 
cannot help feeling that they 
may lead to some. confusion 
amongst some of the less 
experienced readers. 

The largest part of the book 
explores BASIC in such a way 
that it could also be used by 
‘owners of other machines. 

The book is written using 
very sound techniques and is an 
ideal way for the self-taught 
BASIC programmer to get onto 
the straight and narrow before 
it’s too late. LR. 


Price: £5.50 
Publisher: Macmillan 


Author: Margaret White 


Interfacing and 
Robotics on the BBC 
Micro 


the running of a 
power station with your 
computer!” is one of the 
slogans that has formed part of 
the sales claims of many com- 
puters in the past. “Interfacing 
and Robotics on the BBC 
Micro” may not exactly fulfill 
this purpose but it provides the 
necessary knowledge to enable 
you to free your BBC from the 
confines of its cream box and 
begin to contro! various devices 
in the real world. 

The book tackles the subject 
in a logical manner, thought- 
fully providing a chapter on the 
theory behind much of the elec- 
tronics (for dummies like me). 
It moves on to circuit board 
design and production, hints 
and tips on soldering, and 
finally into the heavy stuff of 
explaining the various ports on 
the BBC and projects of varying 
difficulty. The projects include 
a. graphics digitiser, an_X-Y 
plotter, a robot arm, and finally 
a computer controlled house! 

The book expects the reader 
to be a competent BASIC pro- 
grammer and preferably have 
some knowledge of assembly 
language. In both cases the pro- 
grams provided are fully anno- 
tated allowing them to be easily 
understood and therefore 
modified should the user wish 
to improve the projects at a 
later date. 

Electronics was a subject that 
1 was never taught at school, 
and I have never even thought 
about delving into the hardware 
side of my BBC computer, yet 
after reading Mr. Bradley's 
book I feel excited about the 
whole idea. The book has been 
written in such a clear and 
concise way that it cannot help 
but instil confidence in the 
reader. IR. 


Price: £15.95 


“Control 


Publisher: Micro Press 


Author: Ray Bradley 
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Way of the Exploding Fist Melbourne House . 


A great deal of movement this 
week but no new entries. 

The top spot has changed 
again and it will be interesting 
to see how long the Fist can 


Hypersports Imagine . . 
Soft Aid Various ee 
Elite Firebird eee 


keep hold of its current Cauldron Palace g 
position. R Gremlin 
Hypersports brings the jee “a re 
number of Imagine games in the Jat Set Willy 2 Sottware Projects | @ © 
top 20 to two. I thought that cake tes 8 BE 
after last years events that 
would never happen again. Action Biker e- 
Wall, you can't be right all the es - 
In the lower reaches of the Rocky Horror Show e- ° 
chart we have a number of new 
Rael emit a Daley Thompson's Decathlon -g . 
the superb graphic game from Soyo me 
Quicksilva, Glass 
Other new entries, all below Alien 8 Uttimate a: . 
45, are Graham Gooch’s Test World Series Baseball imagine ee 
Cricket, Spectipede, Dynamite = 
Dan and Subsunk. We will have View to a Kill Domark on 
to wait for another fortnight to (fae =i. 3 
see if they can move any higher. 
FQ those who like statistics Pitstop 2 . 
the longest stayer in the chart 5 
this week is Daley Thompson Staion, C 
with over 35 weeks in the Knight Lore Utimate - & ° 


running. Football Manager has 
also been there for 35 weeks! 


> > > D qd ¢ 


“op an 


Way of the Exploding Fi 
Metlourne Nove 


Eine 
Soft Ald 
Piestop 2. 
International Tennis 
Incernational Basketball 
\Dorbustors 
US God. 
‘ction Biker 
terrane 
ik Start 
Maro Poree Maweetrone 
Footbal Manager 10 impossiie Mission 


ose vee au ws 


Oric oddments 

In your sixth article on 
BASIC conversion you 
printed that the oric doesn’t 
have any commands for the 
Joading/saving of basic 
variables. . 

Although the Oric-1 
hasn't got any commands 
the Atmos has the following 
for saving arrays, STORE 
a$,"*filename” of STORE 

“filename” or STORE 
aM, filename” 

Store saves the complete 
array only. For loading of 
arrays the Atmos has the 
following, RECALL a8, 
“filename” or RECALL a, 

filename", or RECALL, 
a%,"*filename”’. 

J When using RECALL the 
array must have been 
dimmed first, eg to 
RECALL aS,DIM AS(x) 
RECALL AS,"‘filename". 
Where x is the number of 
how many dimensions the 
array AS has. 

How about a few more 
software reviews and 
perhaps a software chart for 
Orie owners? 


D Goodrum, Norwich 


We are sorry if we caused 
any confusion with our 
conversion chart. The 
‘Atmos does have those com- 
mands but ORIC | doesn't. 
With regard (0 reviews we 
can only reflect the software 
market at the moment, if 


there are no ORIC programs 


being released we cannot 


Review revival 
I would like to put a few 
points for 
magazine. | pure 
mag when the new-look 
edition came out and as 1 
am a TI-99/4A user I've 
noticed there have only been 
a few reviews for it since the 
change round 

There are many new tape 
games out now and even 


The few programs that you 
not cartridges! : 
In HCW 119 you wrote 

computers. Why write about 

which ist very Bood at all 


Capital complaint 


Asa regular reader of HCW 
1am a little disappointed 
with the new layout. No one 
objects to the five-pence 
Price rise but it would 
appear that all we have in 
exchange is a great deal 
more adverts, 

| appreciate that you 
could not exist without 
advertising, but it gets a bit 
boring when there is too 
much. Where are all the 

London based computer 
repairers? They don't seem 

{2 existtt All adverts seem to 

from firms outsi 

London. a 

‘True, it’s not your fault 


If but it’s time London 


engineers pulled their fingers 
ut and started advertising 
for London computer 
owners in our London based 
magazine, HCW. 

In your reviews it is rarely 
mentioned if the game is 
Joystick or cursor controlled 
= or both. Pensioners like 
myself, who find the hard- 
ware 100 expensive and have 
Droblems using a joystick 
would find this informati 
most helpful. Rie 


LT Rees, London NI 


LET p*@s, GO SUB 1208 


FOR f= TO 13: PRINT AT #,4s PAPER 64 IN 


Let p=6: GO SUB 1408 


NEXT 4 


review them! 
eunanmnanasee4 ears oe 


6919 LET GO SuB 1400 
Whoops 2928 FOR $=2.10 7: PRINT AI ¢,45 BRIGHT 14 PA 


Due to an unexpected error 
with our Spectrum printer 
interface the World Flags =r 
ines Hew ae 
printed incorre 7018 LET p= 

The user defined g Se 7820 FOR ¢=2 
were printed a: PAPER 64 IN 
6510,6920,7020,75 eee 


+ NEXT 


line 
and 8620, 7499 REM Norway 
So that you may correct 7508 FOR f=2 TO 19: 
your programs we print = 
below the relevant sub: 


60 SUB 2180 
LET p=1: GO SUB 1888 
routines and ask that you RETURN 


accept our apologies. The 
program is worth the 
honest! 


8599 REN 
8800 LET 
8618 LET 
UB 1900: 
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NICK FALDO 


PLAYS THE 


Runs on both 
Spectrum 48K 
and CBM64 


Accurate 
900 screen 
scrolling map of the 
Royal St. George's 
Golf Course, venue for th 
Open Championship 19: 
Can you make par on this 
course of Champions? With strong 
winds and deep bunke: un 
the help your caddy 


all 


aus Press Software Lt 
Regent Street. 

don WIR 7DB 
elephone 01-439 0666 


Lineage: 
35p per word 


Semi display: £7.10 per 


COMMODORE 64 
Konami's Hyper Shot game controler 
9,98 each, £18.95 pair 
ind VAT. Suitable to 
Sports and other 
Only: available 


Prices 
play Konami's 
Sports simulato 


ni Ltd, Television House, 
269 Field End Road, Eastcote, Ruislip, 
Middx HAS 9LS. "Tels 01-439 2446 


Design your own leteing, 
Printout 3.9% MIG LETTERS: By wll 


ius SYMBOL. 464, plus 
phos SCREENED ON FACILITY. wih ha 
Fook, The complete cole 
te rr eg ome 
TEC, Park Crescent, Peerboroogh, 
Welt Peterborough 312120 


DFT TV COMPET 
nning ticket no: 
(white 91) 
security code PI6C3F46 
Please claim prize now!! 


HOME IN ON CLASSIFIED 
SEND PIDGEON OR 
PHONE DAVE ON 
01 437 0699 ex322 


Education 


& Tuition 


Mainframe computer programming 
tuition by experienced programmer. 
Cobol, Assembler, systems analysis 
Intensive part-time course. 01-935 
2045. 


1985 Argus Specialist Publications Ltd 


HOME COMPUTING WEEKLY CLASSIFIED 
= 01-437 0699 


Ring for information on series bookings discounts. David Horne 


All advertisements inthis sestion must be prepaid ASP LTD. 
Advertisements are accepted subject to the terms and 1 Golden Square, 
conditions printed on the advertisement rate card (available on request) London WIR 3AB 
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‘specifically reserved to Argus Specialist Publications Ltd and any reproduction requires the prior written consent of the company 
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r single column centimetre Send your requirements to: 


‘COMMODORE: 


C16 
CASSETTE HIRE 
AT LAST! ALL THE TOP GAMES 
AVAILABLE FOR THE Ci6 CAN NOW 
‘BE HIRED FROM 


LIBRARY CONSTANTLY UPDATED 
‘AS NEW GAMES BECOME 
AVAILABLE. MEMBERSHIP FEE OF 
{6.50 INCLUDES 2 FREE RENTALS! 
‘ONE PRICE FOR ANY GAME 
‘CHARGE OF {1.28 INC PAP 

‘O® COMPLETE 
POST CHEQUE OR, 
POSTAL ORDER TO 


DABSOFT wacw, 
39 GUILDFORD ROAD, 
EVENSHULME M19 38G 
Osis 075 Oot-4es 7S 


MSX Speech Synthesiser program, 
No special hardware needed. £3 for 
listing. Firefly Software, 8 Pools 
ford Road, London NW9 6HP 


‘ORIC, ATMOS, 
COMMODORE 64, LYNX 
SOFTWARE LIBRARY 


Over 150 Orie and 200 


‘Commodore 64 titles. 
Stamp for details: 
Les wilson 100 Blenheim 
Walk, Corby, Northants. 


‘# #); Pirate Island, board 
fame simulation (HCW 's #8 8 a). TL 
Evichet, limited. overs test match (HCW 


To hire a computer and/or periph Sires Hasan, Lance at 31's 
erals by the week or month, please 
ring 01-607 0157 or 01-997 6487 
We specialise in BBC and Apricot 
computers. Computer Hire Services BBC B/Electron/Dragon sottw 
“aledonian Road, London NI library — Membership £5.00. 

Tapes 1 (+30p P&P). Stamp for 
details. E. Tucker, (H) $8, Blen: 
heim Walk, Corby, Northants 


‘Attention Commodore, Amstrad, Ata 
BBC and M:S.X. users 
‘THERE’S A WHOLE 
Wes phat LIBRARY OF SOFTWARE 
yr the QL:— FOR YOU AT THE 
Win chs Onecare: eee roe, MIDLAND COMPUTER 


Print 60: DiRactory ot view i on one screen, one-hey LOAD. COPY or PRINT 60 ftes 
‘with one Key lalows for namesstes). Multiple FORMAT beg to prevent corupton by BRARY 


Sesto recuse aes mene neae & pees re . 
CONS Serna wcSOnies esd ee emer ee ener SETS 
WO Utes for CST 0 Discs nse 8 thal toa ie 
(elle enlpde ified Ll eee | Pete 

Ref (Sd a) Base £3) 

Fee ee eee ance eto tog toc wt i snd ff fi ay po yu 
Ee 


For the Spectrum/QUBBC Aime te originals wit 
WD Morse Tutor (base £4) jasinest and educational software to 
From absolute beginne to beyond RYA and Amateur Radio receiving. Adjust itch. Set retura-of pot” service 

‘Speed to your test level (4-18 pm). Learn trom single cheracters, vie groups with Wide price i you want to Buy 

Spaces to random sentences: decrease spacing fo normal. Wite own wat you hear, hen ff + 14 day money back guarantee 

CHECK on Screen or Printr for speech for Spectrum with Currah MecroSpeech). Also own ff | © Over 1000 games in stock including US 
‘message, random figures, letters oe mae imports 


For Spectrum 48K 
Tradewind (base 
ep ae OL 
Jersey Quost (base = 
Tor advonrewat Bergtt and he Dragon not dc OMIFILITIE 
PRICES (incl Europe postage — elsewhere add £1) = 


‘Spectrum/BBC cassettes — base price only Please send a cheque or posal order fr £6.00 
QL or Spectrum Microdrives — £2.00/cartridge plus base price Stating your machine, or tend a large SAE to: 
5%” Floppies, £2: 314” Floppies, £5 (please state format wanted), 
Two oF more programs on one medium — pay medium + bse. «.9. WD Utities and 
[RefO for €10 50, but IMPOSSIBLE to mix OL/ BBC’ Spectrum programs on one medium 
Sted YOUN coredpe and poy base price bu FORMAYiad # PRET in your DRIVE T 

WD Software. Hilltop, St Mary, Jersey._ Tel (0534) 81392 


CLASSIFIED-—RING |Rageepeemeren 


females using Amstrad mini-office 


1-437 0699 eters ee 


St, Withernsea HU19 2AU 


SSNO264-4991 


Page 44 HOME COMPUTING WEEKLY 30 July 1985 


Nationwide 
Shops and 
Dealers 


24 The Parade 
COMPUTER sitverdale, Newcastle 
CARNE el: 0782 636911 
Official Acorn computer 
dealer and BBC service and 
information centre 


Huge stocks available backed up by 
computers. Direc orders through Meron 


Spares 
Register 


COMPUTER REPAIRS 
IN SOUTHEND 
SPECTRUM, BBC, ELECTRON 
CBM 64, VIC-20 

trum £19.98 ine P&P 
MINNIE MICRO ELECTRONICS 
12 Eastern Esplanade, Southend 


Tel: 0702 62033/618809 


Open 7 days a week 


COMMODORE REPAIRS 


modore repairs by Comodo 
ved engineers, Repair prices VIC-2 


modulator £8.00, VIC 30 £15, CBM 64 

Irom £20, CIN rom £9.00, 154i rom £20, 

(G4 PSU£13.30. Spectrum £16.50, Dragos 
13, Elecrons, Atari 

For more information SAE telephone: 


GC Bunce & Son, 36 Buringion Road 


Immerse yourself in Mastertronix info 
by taking up our discount offer for 


COMPUTER REPAIRS 


Vere e pr, hen rv Sci comps 
‘se be etn oe 


HEMEL COMPUTE 
CENTRE LTD. 
st reliable repair servic 
ur SPECTRUM, BBC 
DRAGON; ATARI 
COMMODORE 
Send your 16/48 


Hemel Computer Centre Ltd. 
$2 High St., Hemel Hempstead, 
Heris HPI 3AF 
Tel: 0442 212436 


CHILTERN COMPUTER CENTRE 


We ako repr BBC 
Dragon disc drives 
Ring OS82 485684 for Gets 


ee 


‘stom, Bede 


membership of the new Tronix club 


astertronic, the budget 

software label, has 

recently launched a 
new club for all its fans a 
unique offer for HCW rea 
we can give you a discount on 
the membership fee. 

Members of the club will 
receive a quarterly club 
magazine called Tronix, packed 
full of interesting contents for 
computer fans. For example the 
first. issue will feature full 
details, photos and reviews of 
the new Mastertronic titles, 
including Nonterraqueous and 
Clumsy Colin. 

There will be a full length 
story in each magazine and the 
chance to enter interesting 
competitions. The prize in the 
first competition is a full set of 
Mastertronic titles for your 
machine and the chance to win 
a royalty contract. In case you 
hadn't already guessed, all you 
have to do is design an original 


game idea for a new 
Mastertronic title. 

Added to all this there will be 
readers letters, jokes and 


puzzles. In all it looks very 
similar. to HCW but only 


quarterly! 

Each new member will 
a free Tronix ba 
a Tronix pen in 
membership pack 

There is one other free gift, 
and we have saved the best until 
last! Each new member can 
choose one Mastertronic tith 
from the full list, as a free gift 
This means that your member. 
ship of the club costs you 
nothing, Mastertronic games 
themselves sell for £1.99 in the 
shops. 

In all, club membership at 
£1.99 would be a bargain but 
with our exclusive special offer 
we can give you a discount of 
50p making the whole package 
just £1.49, even less than the 
cost of a Mastertronic game. 

All you have to do to take 
advantage of this offer is follow 
the instructions on the coupon 
and then you can look forward 
to the postman staggering up 
the drive with your new 
members pack. Orders can only 
be accepted, at this rate, with 
the original coupon from 
HCW, photocopies cannot be 
accepted. 


their 


CLASSIFIED 
ADVERTISEMENT — 
ORDER FORM 


Please place my advert in Home Computing Weekly for weeks. 
Please indicate number of insertions required. 
Would advertisers also add 15% VAT 
ONLY 35p per word (minimum charge 15 words) 
CLASSIFIED DEPT., HOME COMPUTING WEEKLY, 
1 Golden Square, London WIR 3AB 
Tel: 01-437 0699 


CLASSIFIED — RING 
01-437 0699 


_ _ 
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James Donnan 


Shaun Lowe 
Glenn Gilney 
Mark Grove 


(= = 
Reader's hi-score table | 23a 


Game Machine Score 


Chuckie Ege BBC 519,160 (Ievel38) 
Pole Position BBC 112,570 (lap 8) 
Bruce Lee Spectrum 347,450 

Bruce Lee Spectrum 246,175 

Zaxxon C64 53,100 

Pole Position C64 39,480 

Pooyan C64 104,250 
Breakdance C64 3,917 

Theatre Europe C64 96% 


Helpline 
Here are some more Staff of 
Karnath hints from lan 
Longdon of Hinckley for the 
‘C64 version. 

To get the piece of the 
pentancle in the library, shoot 
it with the yercbors spell and 
the skeleton won't appear. In 
the store room, shoot the 
spider with the Ibrahim spell. 

A ting will sound, so rush 
through the kitchen to the 
store room and the piece will 
be on the floor. In the 
morning room, shoot the plant 
pot on the table a few times 
with the Ibrahim spell from 
the left hand door: 

The piece in the Timeless 
room is obtained by shooting 
the carpet with the Throbin 
spell, and then acting 
quickly. The serpent can be 


levitated using the Knossos 
spell. 
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WITCH'S CAULDRON 


Hilarious Graphic adventure in which you. 
‘must regain your human form. 

“General rating: An excellent and original 
adventure. Overall value: 10/10". Crash 


48K SPECTRUM & COMMODORE 64 
£9.95, 


Future Releases include: GLADIATO! 


“These days, my favourite 
things are in bits. 


” 


EVERYONE'S A WALLY HERBERT'S DUMMY RUN 
1st ever mult role arcade adventure. Help Baby Herbert has lost his mum and dad in 
nd his gang to stop the town falling the department store. Can you find them 
apart for him? There's a pile of jelly babies init if 
“The graphics are excellent GRAPHICS 10 you can, 
PLAYABILITY 10". Computer & Video "General rating: more of the same excellent 
Games. stuff". Overall rating: 90% - Crash, 
48K SPECTRUM, COMMODORE 64 & 48K SPECTRUM & COMMODORE 64 
Al D CPC 464 £9.95 


IR, SHADOW OF THE UNICORN and BATTLE OF THE PLANETS. Watch Press for details. 


MIIK(RODGEN Se 


44 The Broadway 
Bracknell, Berks. 
0344 427317 


